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17 BRAND NEW GAMES REVIEWED! 
LEMMINGS 3 @ SIM CITY 2000 @ 
MORTAL KOMBAT II @ SWOS 

“== 


== 
a 


CANNON FODDER 
“ANE Che 


Settlers 


23.49 


THE SETTLERS 
16.99 


RISE OF THE ROBOTS 
23.49 cp32 


THEME PARK 
23.99 


23.99 a1200 19.99 cps2 


GUARDIAN 
18.49 cps2 


will not work on A500 
Plus, A600 or Al200 


will not work on Al200 
requires | MB of RAM 
NEW Item 


ALADDIN 

ALFRED CHICKEN 

ALIEN BREED 2 

BANSHEE 

BODY BLOWS 

BODY BLOWS GALACTIC 
BRUTAL FOOTBALL DELUXE 
CAPTIVE 2 - LIBERATION 
CIVILISATION AGA 

DETROIT 

DREAMWEB 

DUNGEON MASTER 2 « 
EXILE 

FIELDS OF GLORY 
FOOTBALL GLORY 
GUARDIAN « 

HEIMDALL 2 - BANE OF ASGARD 
IMPOSSIBLE MISSION 
ISHAR 2 - LEGIONS OF CHAOS 
JAMES POND COLLECTION 
(JAMES POND 2 & 3) 
JUNGLE STRIKE 

KICK OFF 3 

LION KING 

MIGHTY MAX 


ON THE BALL HARD DRIVE ONLY 


- LEAGUE EDITION 

- WORLD CUP EDITION 
PGA EUROPEAN TOUR 
PREMIER MANAGER 3 
RISE OF THE ROBOTS 
ROAD KILL « 

SABRE TEAM 

SIM CITY 2000 

SIMON THE SORCERER 
SIMON THE SORCERER 2 
SKELETON KREW 
SOCCER KID 
STAR TREK 
(HARD DRIVE ONLY) 

SUB WAR 2050 « 

SUPER STARDUST 

TEX 

THEME PARK 

TOP GEAR 2 (1 MEG) 

UFO - ENEMY UNKNOWN 
WEMBLEY - INTN’L SOCCER 


A-TRAIN 1 MB « ‘ 
A-TRAIN + CONST SET 1 MB. 
A.T.R. (TEAM 17) 1 MB e 

A10 TANK KILLER 1 MB 
ALIEN 3 


ALIEN BREED - S/E1MB............ 


ALIEN BREED 2 1 MB 

ALIEN BREED - TOWER ASSAULT 
ARCADE POOL 1 MB ...... 
ARCHER MACLEAN’S POOL 
ARMOUR GEDDON 2 1 MB 


AWARD WINNERS 3 | MB 
CIVILISATION, ELITE 


AWARD WINNERS GOLD 1 MB 
SENSIBLE SOCCER, ELITE 
JIMMY WHITES SNOOKER, ZOOL 


BADDIEL & SKINNER 1 MB e 


BEAU JOLLY COMPILATION 
(CANNON FODDER, SETTLERS 
CHAOS ENGINE, T2) 1 MB 


BENEATH A STEEL SKY 1 MB 
BENEFACTOR 

BLACK CRYPT 1 MB 

LAT AR 9 BD sve. sins tic cas cde vcs 
BODY BLOWS 1 MB 


BOXING MASTERS (ESP) 1 MB 
BRUTAL FOOTBALL 

BUBBA ‘N’ STIX 

BUMP 'N’ BURN 

BURNTIME ¢ 

CAMPAIGN 1 MB 

CAMPAIGN 2 1 MB 

CANNON FODDER 1 MB 
CANNON FODDER 2 1 MB 


CHAMP MANAGER 93/94 1 MB... . 


CHAMPIONSHIP MANAGER 93/94 


25TH ANNIVERSARY 


2, LEMMINGS 


20.49 
17.99 
18.99 
18.49 
11.99 
18.99 
15.49 
20.99 
16.99 
21.49 
23.99 
23.49 
18.99 
23.99 
20.99 
20.99 
21.99 
23.99 
18.99 


13.99 
19.49 
19.49 
20.49 
18.99 


20.49 
20.49 
19.49 
16.99 
25.99 
20.99 
18.99 
23.99 
23.99 
23.99 
21.99 
19.49 


23.99 
23.49 
18.99 
25.99 
23.99 
17.49 
23.99 
17.49 


-»- 9.99 
12.99 


18.49 
11.99 
16.99 

9.49 


20.99 


20.99 


21.99 


25.99 
22.99 
18.49 
10.49 


». 7.99 
ss5 2 i Oe 
BODY BLOWS GALACTIC 1 MB 


17.49 
18.99 
13.99 
16.99 
15.99 
18.99 
10.99 
22.99 
13.99 
19.99 


ND OF SEASON DATA DISK) 1 MB 13.49 


ENEMY UNKNOWN 


UFO 
19.99 


CHAMP MANAGER COLLECTION 


(93/94 + UPDATE DISK) 1 MB 13.99 
CHAMPIONSHIP MANAGER ITALIA 

93/94 1 MB 15.99 
CHAMPIONSHIP MANAGER ITALIA 

UPDATE DISK1 MB « 18.49 
CHAOS ENGINE ... .». 9.99 
CIVILISATION 1 MB 17.99 


CLASSIC COLLECTION - DELPHINE 
(FLASHBACK, CRUISE FOR A CORPSE 
ANOTHER WORLD, OPERATION 
STEALTH, FUTURE WARS) 1 MB ... 19.49 


CLASSIC COLLECTION - LUCAS ARTS 
(MONKEY ISLAND, INDY JONES & 
THE LAST CRUSADE, LOOM, MANIAC 
MANSION, ZAK MCKRACKEN) 


1 MB e 19.49 
CLUB FOOTBALL 1 MB 19.49 
COMBAT CLASSICS 2 

(SILENT SERVICE 2, F19 STEALTH 
FIGHTER, PACIFIC ISLAND) 1 MB 20.99 
COMBAT CLASSICS 3 

(HISTORYLINE, CAMPAIGN 

GUNSHIP 2000) 1 MB « 21.99 
COOL SPOT 20.49 
CORRUPTION (M/SCROLLS) ...... 4.49 
CRICKET MASTERS (ESP) 1MBe 18.99 
D-DAY (IMPRESSIONS) 1 MB 21.99 
DAWN PATROL 1 MB 22.99 
DESERT STRIKE 1 MB 10.99 
DETROIT 1 MB 21.49 
DOGFIGHT 1 MB 12.99 
DRAGONSTONE 18.99 
DREAMWEB 1 MB 22.99 
DUNE 1 MB 11.49 
DUNE 2 1 MB 20.99 
ELFMANIA 1 MB 18.99 
ELITE. -. 7.99 
ELITE 2 (FRONTIER) 1 MB 14.99 
EMBRYO « 18.99 
EYE OF THE BEHOLDER 1 MB 12.49 
EYE OF THE BEHOLDER 2 1 MB... 12.49 
F1 (DOMARK) 1 MB 17.99 
F117A STEALTH FIGHTER 21MB 12.99 
FIELDS OF GLORY 1 MB 23.49 
FIFA INTN'L SOCCER 1 MB 23.49 
FOOTBALL GLORY 1 MB « 18.99 


FOOTBALL MASTERS (ESP) 1 MB #18.99 


FORMULA 1 GRAND PRIX 13.49 
FORMULA 1 - WORLD CHAMP 

EDITION « 20.99 
FORMULA 1 MASTERS 1 MB « 18.99 
GOAL.. apeecnsh 8.99 
GRAHAM GOOCH - TEST MATCH 
SPECIAL 1 MB 18.99 
GUNSHIP 2000 1 MB 14.99 
HEART OF CHINA 1 MB 12.99 
HEIMDALL 2 1 MB 21.49 
HEROQUEST 2 1 MB 16.99 
HIRED GUNS 1 MB 11.99 
HISTORYLINE 1914-18 1 MB 21.99 
HOOK.. .. «» 6.99 
HUNTER (NO12) . “em .. 6.99 
IMPOSSIBLE MISSION 1 MB 20.49 
INDIANA JONES FATE OF 

ATLANTIS ADVENTURE 1 MB 24.49 
INTN’L RUGBY CHALLENGE ...... 9.99 
ISHAR 2 1 MB 11.49 
ISHAR 3 1 MB 20.99 


JOHN MADDEN’S (U.S) FOOTBALL 10.49 


JUNGLE STRIKE 1 MB 18.49 
JURASSIC PARK 1 MB 11.99 
K240 (UTOPIA 2) 1 MB 13.49 
KGB 11.49 
KICK OFF 3 16.49 
KID CHAOS 17.99 
KINGMAKER 1 MB 21.99 
KINGS QUEST 5 1 MB 14.49 
KINGS QUEST 6 1 MB 22.99 
KNIGHTS OF THE SKY 1 MB 12.49 
Pl. g |: eee . 8.99 
LEGENDS OF VALOUR 1 MB NOM: >) 4 99 
LEISURE SUIT LARRY 1 1 MB 11.49 
LEISURE SUIT LARRY 3 1 MB 12.49 
LEMMINGS 2 .... ... 9.99 
LINKS - (GOLF) (HARD DRIVE 

REQUIRED) 1 MB 12.49 
LOMBARD RAC RALLY .. 6.99 
LORDS OF THE REALM 1 MB 21.49 
LOTUS 3 1 MB (NO12) 13.99 
LURE OF THE TEMPTRESS 1MB_ 11.49 
MANCHESTER UNITED ..... .. 6.99 
MAN UTD PREMIER LEAGUE 

CHAMPIONS 1 MB 18.99 
MAN UTD PREMIER CHAMPS 

DATA DISK 1 MB 8.99 
MICRO MACHINES 16.99 
MONOPOLY 18.49 
MORTAL KOMBAT 1 M6 20.49 
MORTAL KOMBAT 2 1 MB « 20.99 


MR BLOBBY 13.99 


ARCADE POOL 
7.99 or 11.99 cpo32 


CANNON FODDER 
21.99 cp32 


19.99 


SENSIBLE WORLD OF SOCCER SUPER STARDUST 


PREMIERD) 


MANAGER 


8.99 


LITIL DIVIL 
18.99 cp32 


CANNON FODDER 2 PREM MGR 2 PREMMGR3 MONKEY ISLAND 2 
16.99 


NEW WORLD OF LEMMINGS 1 MB 19.99 


NICK FALDO'S GOLF 


ON THE BALL 
LEAGUE EDITION 1 MB 
WORLD CUP EDITION 1 MB 


OVERDRIVE 1 MB 
OVERLORD 1 MB 
PATRICIAN 1 MB 

PGA EUROPEAN TOUR 1 MB 
PGA TOUR GOLF 


PINBALL DOUBLE PACK 1! MB 
PINBALL DREAMS & FANTASIES 


PINBALL DREAMS 1 MB 
PINBALL FANTASIES 
POLICE QUEST 3 1 MB 
POWERDRIVE 1 MB 
POWERMONGER + 

WW 1 DATA DISK (NO12) 
PREMIER MANAGER 2 1 MB 
PREMIER MANAGER 3 1 MB 
PRINCE OF PERSIA 1 MB 
RAILROAD TYCOON 1 MB (NOP) 
REACH FOR THE SKIES 
REALMS 1 MB 

RISE OF THE ROBOTS 1 MB « 
ROAD RASH 

RORKE'S DRIFT . 


RUFF AND TUMBLE 1MBe... ... .. 


RUGBY LEAGUE COACH 1 MB 
SABRE TEAM 
SCRABBLE (US GOLD) 


SECOND SAMURAI 1 MB (NO12) ... 


SECRET OF MONKEY ISLAND 1 MB 
SECRET OF MONKEY ISLAND 2 1 MB 
SENSIBLE GOLF 1 MB 
SENSIBLE SOCCER 

-“92/93 SEASON ....... 

- INTERNATIONAL EDITION { MB 


SENSIBLE WORLD OF SOCCER 1 MB 
SETTLERS 


SHADOWORLODOS (NO012) ... ... ... 


SIERRA SOCCER 
(WORLD CUP EDITION) 1 MB 
SILENT SERVICE 2 1 MB 


SIM CLASSICS 3 IN 1 
(SIM CITY CLASSIC, SIM LIFE 
SIM ANT) 1 MB 


SIMON THE SORCERER ( 1 MEG) 
SIMON THE SORCERER 2 1 MB 
SKID MARKS 1 MB 

SKID MARKS DATA DISK 1 MB 


SE MMALICEIGS cee. c0n ces cas ene 0st vee 
RD MEMEO «som nan: pune Sek: Now aun ie 


SPACE LEGENDS 
(WING COMMANDER 
MEGATRAVELLER, ELITE) 1 MB 


SPACE QUEST 4 1 MB 


SPECIAL FORCES 1 MB ...... ... ... 
.. 9.99 


SPEEDBALL 1 & 2 


SPORTS MASTERS 
PGA GOLF 


INDY 500, ADVANTAGE 


14.99 


18.99 
18.99 


.»- 6.99 
20.99 


20.99 
18.49 
11.49 


17.49 


13.99 
13.99 
12.99 
20.49 


11.99 
10.49 
27.49 
10.49 


.. 7.99 


18.49 
18.99 
15.99 
19.49 

9.49 
12.99 
12.99 
20.49 


.. 4.99 


14.99 
19.99 
16.99 

3.99 


17.49 
11.99 


23.99 
21.99 
21.99 
13.99 
13.99 

8.99 

9.99 


11.99 
12.99 


8.99 


TENNIS, EURO CHAMP'’S 1992) 1 MB 13.99 


STABLE MASTERS (ESP) 1 MB « 

STARLORD 1 MB 

STREETFIGHTER 2 

SUPER FROG 1 MB 

SUPER SKIDS 

SKIDMARKS + 
TRACKS) 1 MB 

SWIV (NOP)... ... 

SYNDICATE 1 MB 

TACTICAL MANAGER 
ENGLISH LEAGUE 1 MB 

- ITALIAN LEAGUE 1 MB 
TETRIS - 7 COLOURS 

THE BLUE & THE GREY 1 MB 


THE GREATEST 
(JIMMY WHITES, LURE OF THE 


EXTRA CARS & 


18.99 
22.99 
11.49 
16.99 


20.49 


.. 2.99 


23.99 


18.49 
18.99 
16.99 
21.49 


TEMPTRESS, DUNE) 1 MB 14.49 
THEME PARK 1 MB 23.99 
TRAPS ‘N’ TREASURES 1 MB 18.99 
TR,  t}) |) See oO 
UNIVERSE 1 MB 22.49 
VALHALLA 1 MB 18.99 
VALHALLA 2 1MBe 23.99 
WALKER ...... — gras 
WEMBLEY RUGBY LEAGUE 1 MB 17 

WING COMMANDER 11 MB...... ... ase 
Cs, Se ee 


WORLD CUP YEAR 94 

(GOAL, CHAMP MANAGER 94 + 
DATA DISK, STRIKER, SENSIBLE 
SOCCER) 1 MB 


ZEEWOLF 1 MB 


co Se ee ee 


coe Bet eae 


16.99 


20.99 
6.99 
. 9.99 


— 


Fan. add 


18.99 1200 or CD32 


12.99 


SIMON THE SORCERER 


23.99 cp32 


A.T.R. (TEAM 17) 


ALIEN BREED - TOWER ASSAULT 


ALIEN BREED S/E & QWAK 
ARABIAN NIGHTS (AGA) 
ARCADE POOL 

BADDIEL & SKINNER « 
BANSHEE 

BATTLECHESS 

BENEATH A STEEL SKY 
BRUTAL FOOTBALL 

BUBBA ‘N’ STIX 

BUBBLE AND SQUEAK 
CANNON FODDER 
CAPTIVE 2 - LIBERATION 
CD EXCHANGE (VOLUME 1) 
COMPILATION OF SHAREWARE 
AND PUBLIC DOMAIN SOFTWARE 
CHAOS ENGINE 

CHUCK ROCK 2 
D/GENERATION 
DISPOSABLE HERO 

DIZZY - THE BIG SIX « 
DONK 

DRAGONSTONE 
DREAMWEB 

ELITE 2 (FRONTIER) 
FIELDS OF GLORY 

FIRE AND ICE 

FURY OF THE FURRIES 
GUARDIAN 

GUNSHIP 2000 

HEIMDALL 2 - BANE OF ASGARD 
HUMANS 1 & 2 

IMPOSSIBLE MISSION 
JAMES POND 3 

JUNGLE STRIKE 

KICK OFF 3 

KID CHAOS 

LABYRINTH OF TIME 


SUED one con. ani ene sve ane vue Gnu eee 


LITIL DIVIL 

LOTUS TRILOGY (LOTUS 1, 2, 3) 
MAN UTD PREMIER CHAMPIONS 
MEGA RACE 

MICROCOSM 

WITH PHRASE BOOK 

NICK FALDO’'S GOLF 

OVERKILL & LUNER-C 

PINBALL FANTASIES 

PINKIE 

PIRATES GOLD 

POWERDRIVE 

PROJECT X S/E & F17 CHALLENGE 
RISE OF THE ROBOTS « 

ROAD KILL « 

ROBOCOD (JAMES POND 2) 
SABRE TEAM 
SECOND SAMURAI 
SEEK & DESTROY 
SENSIBLE SOCCER - 
SIMON THE SORCERER 
SKELETON KREW 
SOCCER KID 
SPEEDBALL 2 « 
STRIKER 

SUB WAR 2050 « 

SUPER FROG 

SUPER LOOPZ 

SUPER STARDUST 

TOP GEAR 2 

TRIVIAL PURSUIT 

UFO - ENEMY UNKNOWN 


ULTIMATE BODY BLOWS 
(BODY BLOWS & GALACTIC) 


UNIVERSE 

VITAL LIGHT 

WEMBLEY INTN’L SOCCER 
WILD CUP SOCCER 
WORLD CUP GOLF 

ZOOL 

ZOOL 2 


INTN"L EDITION 


CANNON FODDER 
SETTLERS T2 
CHAOS ENGINE 


BEAU JOLLY COMP RISE OF THE ROBOTS 
25.99 


MORTAL KOMBAT 2 
20.99 


PIRATES GOLD 
15.99 cp32 


20.99 
19.99 
17.99 
11.99 
11.99 
21.99 
18.99 
19.99 
21.99 
19.49 
12.99 
19.99 
21.99 
22.99 


14.99 
17.99 
18.99 
17.99 
13.99 
12.49 
19.49 
18.99 
23.99 
14.99 
20.99 

7.99 
16.99 
18.49 
19.99 
21.99 
18.99 
19.99 
22 99 
19.49 
21.99 
19.99 
19.49 
9.99 
18.99 
18.99 
19.99 
23.99 
32.99 
26.99 
23.99 
19.99 
19.99 
19.49 
15.99 
19.99 
17.99 
23.49 
20.99 
13.99 
19.99 
18.99 
17.99 
17.99 
23 99 
21.99 
19.99 
13.49 
12.99 
20.99 
11.99 
19.99 
18.99 
18.99 
10.99 
19.99 


19.49 
21.99 
18.99 
19.99 
19.99 
19.99 
12.99 


18.99 


SPECIAL RESERVE TOP 10 FILMS 


APOCALYPSE NOW (18) 

STAR TREK VI (PG) 

SLIVER (18) 

HUNT FOR RED OCTOBER (15) 
THE NAKED GUN (15) 

GHOST (15) 

TOP GUN ( PG) 

ADDAMS FAMILY VALUES (PG) 
PATRIOT GAMES (15) 

DAFFY DUCK AND FRIENDS (VU) 


17.99 
15.99 
17.99 
15.99 
17.99 
15.99 
15.99 
18.99 
15.99 
10.99 


CALL FOR FREE 16 PAGE 
COLOUR CATALOGUE 


0279 600204 


oe 
CANNON | 
PODDER 


BANSHEE 
18.49 a1200 18.99 cp32 


MEGARACE 
23.99 cp32 


BRILLIANCE V.2 AGA. 
PREMIER PROFESSIONAL ART PACKAGE 
(2 MB, HARD DRIVE REQUIRED) 


48.99 


VISTA PRO (LITE) 

CREATE SPECTACULAR VIRTUAL WORLDS 

WITH THIS POWERFUL SCENERY CREATOR 

AND ANIMATOR. (2 MB, HARD DRIVE REQUIRED) 26.99 


WORDWORTH V.2 AGA 
WORD PUBLISHER (1 MB, EXTERNAL DISK 
OR HARD DRIVE REQUIRED) 


WORDWORTH V.3.1 AGA 
PREMIER TOP QUALITY WORD PUBLISHER 
(2 MB, EXTERNAL DISK OR HARD DRIVE REQUIRED) 


38.99 


57.99 


AMOS - PROFESSIONAL. 
POWERFUL GAMES CREATOR 
(1 MB, INSTALLABLE) 


AMOS - COMPILER PROFESSIONAL 

COMPILES AND SPEEDS UP PROGRAMS 
WRITTEN IN AMOS, EASY AMOS OR AMOS PRO 
(1 MB, INSTALLABLE) 


AMOS - CRAFT. 

ADD-ON EXTENSION TO AMOS OR AMOS PRO 
GIVING OVER 160 NEW COMMANDS AND 
INSTRUCTIONS. (1 MB, INSTALLABLE) 


DATASTORE DATABASE SYSTEM. 
SIMPLE TO USE, FULLY FEATURED DATABASE 
SYSTEM (1 MB, INSTALLABLE) « 


DELUXE PAINT 3. 

VERY POWERFUL ART AND ANIMATION 
PACKAGE WITH EXTENSIVE FEATURES 

A BEST SELLER AND A TOP AWARD WINNER 
(1 MB, INSTALLABLE) 


DELUXE PAINT 4. 

EXTENSIVELY FEATURED. DESIGN, PAINT AND 
ANIMATE IN UP TO 4096 COLOURS WITH HAM 
MODE. (1 MB, INSTALLABLE) 


DELUXE PAINT 5. 

PREMIER ART, DESIGN AND ANIMATION 
PACKAGE FEATURING FULL 24 BIT TRUE 
COLOUR RGB EDITING. (2 MB, INSTALLABLE 
WORKBENCH 2.04+) ¢ 


DISK EXPANDER. 

A FLEXIBLE AND EASY TO USE DISK DOUBLING 
SYSTEM. FOR ALL DRIVES INCREASES 
STORAGE SPACE (1 MB, INSTALLABLE) 


FINAL WRITER (RELEASE 3). 
COMPREHENSIVE WORD PUBLISHING SYSTEM 
WITH OVER 100 FREE TYPEFACES 

(2 MB MINIMUM, 4 MB OR MORE 
RECOMMENDED, HARD DRIVE REQUIRED) 


HANNA BARBERA ANIMATION WORKSHOP. 
EXCELLENT ANIMATION PACKAGE CAPABLE 
OF CREATING CARTOONS AND QUALITY 
ANIMATIONS. 1 MB 


HOME ACCOUNTS. 
BEST SELLING MONEY MANAGING 
(INSTALLABLE) 


KINDWORDS 3. 
FULLY FEATURED VALUE FOR MONEY WORD 
PUBLISHER. (1 MB, INSTALLABLE) 


MAXIPLAN 4 

COMPLETE SPREADSHEET, BUSINESS 
GRAPHICS AND DATABASE SYSTEM 

(1 MB, INSTALLABLE) 


MINI OFFICE. 
WORD PROCESSOR, SPREADSHEET, DATABASE 
AND DISK UTILITIES. (1 MB, INSTALLABLE 


MONEY MATTERS (HOME ACCOUNTS 3) 
1 MB, INSTALLABLE 


PEN PAL. 
EASY TO USE WORD PROCESSOR 
(1 MB, INSTALLABLE) 


PUBLISHER 

(PAGE LAYOUT PACKAGE). FOR FLYERS OR 
NEWSLETTERS ETC. (NO12, 1 MB, EXTERNAL 
DISK OR HARD DRIVE REQUIRED) 


29.99 


25.99 


14.99 


39.99 


9.99 


53.99 


57.99 


34.99 


69.99 


29.99 
PROGRAM 


2.99 


25.99 


25.99 


36.99 


36.99 


29.99 


23.99 


COWER ASSAULT 


TOWER ASSAULT 
27.49 or 25.99 ai200 14.99 or 19.99 co32 


may Dae 


FIELDS OF GLORY > 


Pal, = 
CHAMPIONSHIP 
MANAGER 93 AND 
UPDATE DISK 


CHAMP MGR COLL 
13.99 


PGA GOLF INDY 500 
ADVANTAGE TENNIS 
EURO CHAMPS 92 


SPORTS MASTERS 


SIM CITY 2000 


13.99 23.99 ai200 


BENEATH A STEEL SKY 


ne CD32 21.99 cp32 


N/C = NATIONAL CURRICULUM 
10 OUT OF 10 - DRIVING TEST (16+) 


(1 MB, INSTALLABLE) « 19.99 
10 OUT OF 10 - EARLY ESSENTIALS (3-7) 

IDEAL FOUNDATION FOR CHILDREN TO 

BUILD ON. (1 MB, INSTALLABLE) 19.99 
10 OUT OF 10 - ENGLISH (6-16) 

N/C. (1 MB, INSTALLABLE) 19.99 
10 OUT OF 10 - FRENCH (8-16) 

NATIONAL CURRICULUM ATTAINMENT 

TARGETS 344. (1 MB, INSTALLABLE) 19.99 
10 OUT OF 10 - JUNIOR ESSENTIALS (5-11) 

BUILDING FOUNDATIONS FOR MANY AREAS 

OF THE NATIONAL CURRICULUM. (1 MB, 
INSTALLABLE) 19.99 
10 OUT OF 10 - MATHS NUMBERS (6-16) 

N/C. (1 MB, INSTALLABLE) 19.99 
ADI ENGLISH (11-12) 19.99 
ADI FRENCH (12-13) 19.99 
ADI GCSE ENGLISH PACK (14-16) 1 MB 23.99 
ADI GCSE FRENCH PACK (14-16) 1 MB 23.99 
ADI GCSE MATHS PACK (14-16) 1 MB 23.99 
ADI JUNIOR READING (4-5) 15.99 
ALVINS PUZZLES (6-8). TWO GAMES TEACHIN 

SPELLING AND READING. FREE GAME VOUCHER 15.99 
FUN SCHOOL 4 (2-5) 17.99 
FUN SCHOOL 4 (5-7) 17.99 
FUN SCHOOL 4 (7+) 17.99 
FUN SCHOOL SPECIAL - MERLIN’S MATHS (7- 11) 18.99 
FUN SCHOOL SPECIAL - SPELLING FAIR (7-13) 18.99 
MICRO ENGLISH (8 TO ADULT). NYC 1 MB 19.99 
MICRO FRENCH (8 TO ADULT) 

N/C. WITH SPEECH 1 MB 19.99 
MICRO GERMAN (8 TO ADULT) 

N/C. WITH SPEECH 1 MB 19.99 
MICRO MATHS (11+). N/C 1 MB 19.99 
NODDY'S BIG ADVENTURE (3+) 

(1 MB, INSTALLABLE) 19.99 
NODDY'’'S PLAYTIME (3+). EDUCATIONAL 

ADVENTURE (1 MB, INSTALLABLE) 19.99 
PAINT POT 2 (4-10). AN EXCITING AND FUNNY 

ART PACKAGE. FREE GAME VOUCHER 15.99 
WHICH WHERE WHAT (4-8). ENCHANTING AND 
COMPELLING GAMES. FREE GAME VOUCHER 15.99 
A-TRAIN OFFICIAL STRATEGY GUIDE 17.99 
AMIGA DOS REFERENCE GUIDE (4TH EDITION) 19.99 
AMIGA GAMES. HINTS, TIPS, CHEATS AND 
ADVENTURE SOLUTIONS 9.99 
AMIGA HARD DRIVES INSIDER GUIDE. A 
COMPREHENSIVE AND THOROUGH GUIDE TO 
GETTING THE BEST FROM YOUR HARD DRIVE « 12.99 
AMOS IN ACTION (A COMPREHENSIVE GUIDE 

TO USING AMOS WITH EXAMPLES) 11.99 
CANNON FODDER OFFICIAL GUIDE « 10.99 
CIVILISATION GUIDE BOOK BY SID MEIERS 17.99 
CORISH’S COMPUTER GAMES GUIDE 

(HINTS, TIPS AND POKES FOR OVER 600 

COMPUTER GAMES) 12.99 
DUNGEON MASTER HINT BOOK 3.99 
EYE OF THE BEHOLDER HINT BOOK 9.99 
EYE OF THE BEHOLDER 2 HINT BOOK 9.99 
GUNSHIP 2000 OFFICIAL STRATEGY GUIDE 14.99 
INDIANA JONES FATE OF ATLANTIS HINT BOOK. 
WALKTHROUGH SOLUTION SPECIAL RESERVE 

CLUB VERSION 3.99 
MASTERING AMIGA C 14.99 
MASTERING AMIGA PRINTERS 16.99 
SECRET OF MONKEY ISLAND 2 HINT BOOK 9.99 
SECRET OF MONKEY ISLAND HINT BOOK 9.99 
SECRETS OF FRONTIER (ELITE 2) 

SIMCITY 2000 OFFICIAL HANDBOOK. 

A COMPREHENSIVE GUIDE TO SIMCITY 2000 

WITH LOTS OF HINTS AND TIPS 15.99 
SYNDICATE PLAYERS GUIDE « 15.99 


_| SUPER AMIGA CD 


SX-1 BUNDLE 
ALL THE POWER AND 
FLEXIBILITY OF AN AMIGA 
A1200 COMBINED WITH THE 
CAPABILITIES OF A CD32 
COMPRISES 
¢ C032 CD CONSOLE 
¢ SX-1 EXPANSION MODULE 
* EXTERNAL 3.5” DISK DRIVE 
* KEYBOARD, MOUSE, JOYPAD 
PLUS MICROCOSM, CANNON FODDER, LIBERATION, 
PROJECT X, ULTIMATE BODY BLOWS, OSCAR AND DIGGERS 
(DOES NOT INCLUDE MOUSE MAT OR MONITOR 
UPGRADEABLE BY ADDING 
e EXTRA 4 MEGABYTES OF RAM FOR SX 1 (119.99 
¢ INTERNAL 2.5" HARD ORIVE (A1200 VERSION 
* FULL MOTION VIDEO (STD CO32 FMV CART 


SUPER AMIGA CD SX-1 BUNDLE 2/0 480.00 


NEW CRITICAL ZONE PACK 
NEW TECH AT AN OLD TECH PRICE 


AMIGA CD32 


CD BASED CONSOLE WITH 
A1200 32-BIT POWER 
262,000 COLOURS FROM A 
PALLETTE OF 16.7 MILLION 
2 MB RAM. FAST 14 MHz 
68020 PROCESSOR. PLAYS 
AUDIO CD's VIA ON SCREEN 
DISPLAY AND DIGITAL 
VIDEO CD's WITH OPTIONAL 
FMV ADAPTOR 


AMIGA CD-32 CRITICAL ZONE PACK 220.00 
WITH MICROCOSM, CANNON FODDER, LIBERATION, PROJECT 
X, ULTIMATE BODY BLOWS, OSCAR, DIGGERS AND ONE PAD 
FMV MODULE - STOCKS EXPECTED 
IN THE NEW YEAR 
COMMODORE CONTROL 
PAD FOR CD-32 13.99 
DYNAMICS CONTROL 
PAD FOR CD-32 (SHOWN 16.99 


MEGAGRIP 2 WITH AUTOFIRE 


ma) SWIFT TP200 JOYPAD WITH 
TURBO FIRE & 
AUTOFIRE 
9.99 


COMPETITION 

PRO EXTRA 
CLEAR BASE 
MICROSWITCHED 
WITH AUTOFIRE 
11.99 


QUICKSHOT 137F 
PYTHON WITH 
AUTOFIRE 

9.99 

CHEETAH BUG 
MICROSWITCHED 
WITH AUTOFIRE 


SCORPION PLUS ARCADE STYLE 
WITH TURBO FIRE 
10.99 


QUICKSHOT 
128F 
MAVERICK 
1 WITH 
AUTOFIRE 
11.99 


SAVE] 
£4 


FREEWHEEL 
STEERING 
WHEEL (DIGITAL) 
SUITS MOST 
DRIVING GAMES 


21.99 
SAITEK | ied 


11.99 
BOLLISTICK 
HANDHELD JOYSTICK 
MICROSWITCHED WITH 
AUTOFIRE 
11.99 


KONIX 
SPEEDKING 


TRAP DOOR MEMORY EXPANSION 
512K AMIGA RAM NO CLOCK FOR A500 OR A500+ ...19.99 


512K AMIGA RAM + CLOCK FOR A500 OR A500+ 23.99 
1 MB A500 PLUS RAM UPGRADE + CLOCK 34.99 
1 MB A600 RAM UPGRADE + CLOCK 44.99 
4 MB RAM BOARD FOR A1200 WITH CLOCK 179.99 


4 MB + FPU RAM FOR A1200. FAST 33Mhz FLOATING 
POINT MATHS & GRAPHICS ACCELERATION 
COMPATIBLE WITH OVERDRIVE HARD DRIVES 235.99 
LEADS 
ANTI-SURGE 4 WAY 
MULTIPLUG EXTENSION 
22.99 


OL EAD AMIGA/CD32/ST TO STEREO 


10am to 8pm Daily 


O44 » "A fe ' 


HI-Fi AUD 


1.5 METRES, 2 X PHONO PLUGS TO 2 X PHONO PLUGS 
CAN ALSO BE USED TO CONNECT STEREO VIDEO 
TO Hi-Fi, AND HI-FI SEPARATES TOGETHER 3.99 


OYSTICK SPLITTER CABLE FOR AMIGA OR ST 


vV c 


CONNECTS 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU. JOIN 


| Members receive our 48-page Colour Club Magazine bi-monthly. Each issue reviews a 


2 JOYSTICKS TO 1 PORT 7.99 


ROBOSHIFT INTERFACE FOR AMIGA OR ST 


PLUGS MOUSE AND JOYSTICK INTO ONE PORT 13.99 selection from our extensive range and includes at least £30 worth of coupons for 

PORT EXTENSION ADAPTOR FOR AMIGA OR ST 1 additional Savings on top products. Members are under no obdiigation to buy anyth ng 

Renioauesorsnoxaourron ron waca. | MMMBERSHIP FERS OK = NS pope 
"] GU ICK PTO G 

ALLOWS ANY 15-PIN PC JOYSTICKTOBE USED | ONE YEAR (6 montHs) 7.00 (4,00) 9.00 (6.00) 11.00 (7.00) 

ae Se, ae hee 1On @ year price includes six issues of Special Reserve magazine with £180 of XS Coupons 


NULL MODEM CABLE 25-PIN. (CONNECTS 2 COMPUTERS 
FOR HEAD TO HEAD PLAYING ON CERTAIN GAMES 
SUCH AS POPULOUS, FALCON, KNIGHTS OF THE SKY 
FORMULA 1 GRAND PRIX AND VROOM 9.99 


PRINTER LEAD (PARALLEL) 1.5 METRES 599 
PRINTER LEAD (PARALLEL) 5 METRES 9.99 
SCART LEAD - AMIGA CD32 TO TV WITH SCART 9.99 
SCART LEAD - AMIGA TO TV WITH SCART INPUT 9.99 
TV LEAD - AMIGA CO-32 TO SVHS TV OR VIDEO 9.99 
2 WAY SCART SPLITTER - "ENABL ES TWO SCART 


All prices include VAT and 2-3 working day carriage to UK mainiand 
Software and peripherals are sent by post, hardware by White Arrow 
Allow one or two days for processing and despatch of stock items 
We issue confirmations of all orders received 


Overseas orders must be paid by credit card 
Hardware items (battery or mains) are only supplied to the UK mainiand 
Overseas Suronarys | £2.00 per software item or 25% on other items 


LEADS TO BE SWITCHED INTO ONE SOCKET 1190 
A BALM 
AGB EXT SU aaa ttt be mewn “7 orp BLOC CAPITALS olease 
ALLOWS TV MONITOR T XTENDED FROM Ms 
BACK OF MACHINE OR EXTENSION TO RGB Name & Address r 
MONITOR OR EXTERNAL DISK DRIVE 12.900 E 
< 
POWER SUPPLY 2 
ZYDEC AMIGA POWER SUPPLY (SPECIAL z 
COOL RUNNING TRANSFORMER 32.99 - 
COMPUTER CARE ? 


ia ea ea es ae ee ee eee 
w 
x 


, A CLEANING KIT FOR COMPUTER WITH VACUUN 18.99 
SX-1 EXPANSION MODULE FOR CD-32 ... 189.99 te a ee DUST COVER FOR 60 COLUMN PRUNTER (CLEAR)... 6.o0 Ne 
TRANSFORMS CD-32 INTO A FULLY FUNCTIONAL A1200 QUICKJOY JET : DUST COVER FOR A1200 (CLEAR PVC 5.49 ¢ Mac or PG please etale DISK > ROM 
COMPATIBLE COMPUTER ALLOWING CONNECTION OF FIGHTER DUST COVER FOR A600 (CLEAR PVC 5.49 p} N Mach 
EXTERNAL FLOPPY DRIVE, INTERNAL AND EXTERNAL MICROSWITCHED OUST o VER FOR A500 OR ATARI ST Cl EAR PVC 5.49 | y/None No 4 achine 
IDE HARD DRIVE, KEYBOARD, MODEM/SERIAL DEVICES AUTOFIRE DUST COV eR FOR wap hae! NS beset 6 9 lEnter membership number (if applicable) or 
PRINTERS, RGB MONITORS AND UP TO 8 MB MEMORY USt L AN[ ACE S E YOUR 4.99 fy 


12.99 


KEYBOARD (WHITE) FOR SX-1 29.99 SLIK STICK CONTROL CENTRES 


PREMIER UNI- CENTRE FOR AMIGA. STRONG 


! 

4 MB RAM EXPANSION FOR SX-1 OR A4000 119.99 JOYSTICK NIVERSAL STAND FOR COMPUTER, MONITOR item 
EASY INSTALLATION. SUITS ALL A4000 AND SX-1 6.99 STAND AND SHELF FOR EXTERNAL PERIPHERALS 39.99 | 
PREMIER COMBI CENTRE FOR CD-32 & SX-1 44.99 =a KONIX PREMIER UN ENTRE PLUS (EXTRA WIDE | item 

STRONG STAND FOR CD-32 AND SX-1 EXPANSION , SPEEDKING ANALOGUE SOUND SAMPLER | 
UNIT ALLOWING A NEAT AND TIDY SYSTEM SETUP JOYSTICK FOR AMIGA TECHNOSOUND TURBO 2 SOUND | item 
MONITOR STAND AND SLIDING SHELF FOR DISC ENABLES PROPORTIONAL SAMPLER. REAL TIME SPECIAL l 


LOADING. EASY SELF ASSEMBLY CONTROL ON SUITABLE 

SOFTWARE 
EXTERNAL 3.5” DISK DRIVE mee AUTOFIRE 

_ | FOR ANY AMIGA OR SX-1 14.90 


EFFECTS. WORKS WITH ANY 

AMIGA. 1 MB RAM REQUIRED. ...29.99 
FRAME GRABBER 
PROGRAB 24RT COLOUR DIGITISER 


| 
litem 
| 


, Please use this box to add any optional fast delivery charge 
| 1st Class Post 40p per posted item or £10 overnight hardware 


Y/CITIZ M HANISM 24 BIT REAL TIME FRAME GRABBING 
pve ROPMATTED. QUIET, ALPHA CRYSTAL TRACKBALL SYSTEM. DIGITISES SINGLE FRAMES ALL PRICES INCLUDE UK POSTAGE & VAT/€¢ 
HIGH QUALITY. SLIM LINE COMPATIBLE WITH ALL MOUSE OR RAR TION NS B FROM ae ; Cheque P.O./Access/Mastercard/Switch/Visa 
PERATION SOURCE. SUPPORTS 24 BIT FILE 
gl appre METAL sd a oa AND AGA OCREEN MODES 124.99 l 
: : Y 
REACH CABLE 49.99 SCANNER | 
QUICKJOY FOOT PEDAL ZYDEC HANDY SCANNER FOR ANY 
INTERNAL 3.5" DISK DRIVE FOR A500 39.99 FOR AMIGA OR ST AMIGA. 100-400 DPI HIGH QUALITY jy CREDIT CARD SWITCH 
INTERNAL 3.5" DISK DRIVE FOR A600 OR A1200 ...49.99 WORKS IN CONJUNCTION RESOLUTION, 64 SIMULATED EXPIRY DATE SIGNATURE (ISSUE NO ' 


GREYSCALES, INCLUDES 
DAATASCAN PRO SOFTWARE 


WITH JOYSTICK 


14.99 99.99 


Cheques payable to: SPECIAL RESERVE at 
P. 0. BOX 847, HARLOW, CM21 9PH 


SPECIAL 


QUICKSHOT SOUNDMATE 4STEREO [| = ~~ ——_| LOGIC 3 SUBWOOFER STEREO 
SPEAKERS (PAIR) FOR AMIGA, CD-32 [===] SPEAKER CONSOLE FOR 


t yet be availab ease ph » to check availabi 


> 


RESERVE OR PERSONAL STEREO. VOLUME AMIGA, CD-32, PC, CDi, 300, OR Prices and offers may change without prior notification ‘GAVE Saving off ful retell price 
AND BALANCE, BASS AND TREBLE PERSONAL STEREO. 50 WATTS ECT AT TIME OF GOING TO PRESS. 30.11.94 & Of 
BRITISH MADE BOOST, 4W+4W MUSIC MAGNETICALLY SHIELDED WITH er-Mediates South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG 


17.98 TONE, BALANCE AND VOLUME 
SCREENBEAT CONTROLS. MAINS ADAPTOR SUPPLIED 69.99 
" STEREO : QUICKSHOT SOUNDSTOR 


SPEAKERS (PAIR) FOR AMIGA - E ¥ STEREO SPEAKER i 
CD32 OR PERSONAL STEREO CONSOLE FOR AMIGA 
apy .j CD-32, PC, CDi OR 
et : 3D0. 10 WATTS 
SCREENBEAT MAINS ADAPTOR MEE SHIELDED WITH BASS, TREBLE, BALANCE, VOLUME 
FOR SCREENBEAT SPEAKERS 7.99 CONTROLS. MAINS ADAPTOR SUPPLIED 39.99 


FOR OUR FREE 16-PAGE COLOUR CATALOGUE JUST PHONE 0279 600204 
ATARI JAGUAR NOW 179.99 PANASONIC REAL 3D0 NOW 385.99 


ese ee Be) | ta }OVERDRIVE V.9 CD ROM FOR A1200 .... 189.99 
DRIVES FOR A1200 AND A600 EXTERNAL CD ROM DRIVE COMPLETE WITH 


PACK OF 50 
SPECIAL RESERVE 
3.5” DSDD DISKS 
WITH LABELS 


19.99 


PACK OF 10 SPECIAL RESERVE 3.5" DSDD DISKS 
WITH LABELS & FREE PLASTIC FLIP TOP DISK BOX ...6.99 


PACK OF 10 TDK 3.5" OSDD DISKS WITH LABELS 8.99 


3.5” DISK HEAD CLEANER 5.99 
HIGH DENSITY DISKS ALSO AT KEENEST PRICES 


Order by post, or by phone or come to one of the Special Reserve 


NTERFACE (PLUGS INTO PCMCIA PORT). RUNS 
SAEs atang | Pane tec a CLUB SHOPS 
3.5" QUALITY IDE HARD DRIVE. AVERAGE ACCESS FUTURE RELEASES, PHOTO-CD, CD AUDIO AND OPEN 10am to 8pm 7 DAYS A WEEK 
TIME 12MS. STYLED TO MATCH AMIGA. EASY CD+G DISCS. DOUBLE SPEED MULTI-SESSION 
INSTALLATION - PLUGS INTO PCMCIA SLOT. AQ DRIVE UNIT WITH MOTORISED TRAY LOADING CHELMSFORD 
COMPLETE WITH EXTERNAL POWER SUPPLY AND 


TOOLS AND 1 YEAR WARRANTY (NOW FOR A600 TOO 


OVERDRIVE V.3 170 MB EXTERNAL HARD DRIVE FOR AMIGA A1200 OR A600 199.99 
OVERDRIVE V.3 420 MB EXTERNAL HARD DRIVE FOR AMIGA A1200 OR A600 244.99 


INTERNAL HARD DRIVES FOR AMIGA A1200 & A600 


HARD DRIVES: HIGH SPEED 2.5” DRIVE, 15 MS ACCESS TIME (APPROX) 
1 YEAR WARRANTY. KIT COMPLETE AND EASY TO FIT. ORIVES FULLY PREPARED 
NOTE THAT OPENING YOUR AMIGA MAY INVALIDATE THE WARRANTY 


UTILITIES/DRIVERS DISK. AMIGA AND CD AUDIO 
CAN BE MIXEL 


SAWBRIDGEWORTH 


SONY KVM1400 14” FST COLOUR 


SCART TV/MONITOR WITH REMOTE CONTROL 

60 CHANNEL TUNING, REAR SCART INPUT 
HEADPHONE SOCKET, TWO POSITION TILT BLACK 
TRINITRON SCREEN, LOOP AERIAL, FREE SCART LEAD 


CITIZEN ABC 24 PIN COLOUR PRINTER 


FREE WATCH OFFER 
FREE PRINTER LEAD 144. 99 


INTERNAL DRIVES FOR A1200 OR SX-1 INTERNAL DRIVES FOR AMIGA A600 SONY KVM1400 (GREY) 194.99 FREE EASYSTART SOFTWARE 
64 MB WITH 32K CACHE 119.99 64 MB WITH 32K CACHE 119.99 | | SONY KVM1400 (WHITE) 194.99 24 PIN. 80 COLUMN. 192CPS/64LQ. 5LQ/1 
80 MB WITH 64K CACHE 134.99 80 MB WITH 64K CACHE 134.99 | |SONY KVM1401BL FASTEXT DRAFT FONT. 2 YEAR WARRANTY 


120 MB WITH 64K CACHE 169.99 120 MB WITH 64K CACHE 169.99 


SHARP 14” COLOUR TV/MONITOR............ 164.99 
SHARP 14” WITH TELETEXT..........ccccccceees 194.99 
SHARP SCART TV/MONITOR WITH REMOTE CONTROL, 40 CHANNEL TUNING 
REAR SCART INPUT, ON SCREEN DISPLAY, ON/OFF TIMER, FREE SCART LEAD 
eer FREE SCART LEAD WITH TV's eee 


(STATE AMIGA, CO32, ST, MEGADRIVE 1 OR 2, SNES OR 300 


MICROVITEC 1438 
MULTI-SYNC MONITOR 


FOR AMIGA A1200/A4000 OR PC. WITH 
STEREO SPEAKERS AND AMIGA ADAPTOR 
).28 DOT PITCH RESOLUTION, 15 PIN RGB 
DIN PLUG. SUITS ALL AMIGA AGA AND ALL 
PC SCREEN MODES TO SVGA 

1 YEAR WARRANTY 295.99 


THE EASY TO USE PRINTER 
ABC MONO PRINTER wrecraoeasce) 124.99 


DISK & CD STORAGE 
DISK BOX (10) 

PLASTIC FLIP TOP ......2.99 
DISK BOX 3.5” (120) 
LOCKABLE, DIVIDERS 9.99 


MEDIA LIFE DRAWER 
200 CAPACITY 
3.5" DISKS 16.99 


MEDIA LIFE DRAWER 
30 CAPACITY CD 14.99 


DELUXE DISK BOX 
HOLDS 120 3.5" DISKS 
WITH DIVIDERS 


ALFA MEGAMOUSE 
400. 400 DPI, HIGH 
QUALITY MOUSE 
13.49 


Free Watch Offer 
CITIZEN PROJET lIC COLOUR 


INKJET PRINTER 
50 NOZZLE, 80 COLUMN 239.99 


120 CPS LQ, 300 DPI RESOLUTION 


EKLIPSE MOUSE 
MICROSWITCHED 

290 DPI 10.99 
LOGIC 


~ 3 SPEED MOUSE 
3000P| 


3 SCALEABLE FONTS, LOW RUNNING COSTS 
AND EASY TO USE. 2 YEAR WARRANTY 


ALL PRINTER PRICES INCLUDE CARRIAGE VAT AND FREE PRINTER LEAD 
PANASONIC KXP2135 COLOUR PRINTER. 24 PIN, 200 CPS/64 LO 
WITH FREE WORDWORTH WORD PROCESSOR WHILE STOCKS LAST 179.99 
CANON BJ10-SX BUBBLE JET PRINTER. 64 NOZZLE. 110LQ CPS 
CITIZEN SWIFT 200C COLOUR PRINTER. 24 PIN, 216CPS/72LQ 
CITIZEN SWIFT 240C COLOUR PRINTER. 24 PIN, 240CPS/80LQ 
CANON BJ-200 BUBBLE JET PRINTER. 248CPS. 8 TYPEFACES 


CITIZEN TRACTOR FEED KIT FOR CITIZEN ABC PRINTER 

CITIZEN PRINTER DRIVER KIT FOR AMIGA - ENHANCES PRINT 

DUST COVER FOR 80 COLUMN PRINTER (CLEAR PVC) 

PRINTER STAND FOR ANY PRINTER 

RIBBON (BLACK) FOR CITIZEN 24, 200, 224, 240 OR ABC 

RIBBON (COLOUR) FOR CITIZEN 9, 90, 24, 200, 224, 240 OR ABC 
COMPREHENSIVE RANGE OF PRINTERS AND RIBBONS IN STOCK 


2 MICROSWITCHED 


BUTTONS 
12. qQG ee 


PHILIPS CM8833 MKII ...... 199.99 
14” COLOUR MONITOR WITH BUILT-IN STEREO 
SPEAKERS (REQUIRES LEAD) 

MONITOR LEAD - 300 TO CM8833 MkII 9.99 
MONITOR LEAD - CO32 TO CM8833 MKI! 9.99 
MONITOR LEAD - AMIGA TO CM8833 MKI! 9.99 
MONITOR LEAD - JAGUAR TO CM8833 MKIl 9.99 
MONITOR LEAD - ATARI ST TO CM8833 MKIl 9.99 
MONITOR LEAD - W/DRIVE 2 TO CM8833 MKI! 12.99 
MONITOR LEAD - M/DRIVE1 TO CM8833 MKI! 9.99 
MONITOR LEAD - SNES TO CM8833 MKI! 12.99 


MOUSE MAT WITH 
SPONGE BACKING 
4.99 


CD WALLET 48 WITH 
INDIVIDUAL PADDED 
POCKETS (HOLDS 48) 
12.99 


ALFA 

OPTICAL 

MOUSE 300DP!, NO 
MOVING PARTS, VERY 
SMOOTH 29.99 


CD WALLET 24 
9.99 
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Coverdisks stuff 
Grants Computing. 


Please send faulty coverdisks to:The One 
Coverdisk Returns, Diskxpress, Unit 7, 
Willow Court, Bourton Industrial Park, 
Bourton-on-the-Water, Gloucestershire 
GL54 2HQ. Any coverdisk problems sent 
to us will remain unanswered. 


DISCLAIMER: Although we take great 
care to ensure that the information con- 
tained in this magazine is accurate, nei- 
ther The One nor its publishers can be 
held responsible for omissions, errors, 
misprints or mistakes which may occur. 


No part of this magazine may be repro- 
duced, stored in a data retrieval system or 
transmitted by any means, electronic, 
mechanical, recording or otherwise with- 
out the prior permission of the publisher. 


OEMAP images 1994 
What doe these bits mean, Andy? 


If | wasn't sitting here, in the 
pretend ed's chair, | would, 
quite literally, kill for this 
issue of The One. It's just 
packed with so many great 
things. No, really. The pow- 
ers that be wanted to 
reduce the mag to 100 
pages and two coverdisks. 

=) But we said ‘Look, powers 
that be, no! You're not on. You may want us to 
make even more huge profits to stuff your heaving 
wallets, but we want more pages for the kids to 
read, and three disks to stick on the front.’ And, 
strangely, they agreed. So, it’s taken us ages 
longer than normal to write, the coverdisks nearly 
killed us, and getting in the finished version of 
SWOS for review was a nightmare. But hell, it was 
worth it — if you can find a mag with a better deal 
this Christmas then... er, well, buy it. 
Andy Nuttall, 
acting editor. 


4 FIRESIDE CONTENTS 


With which Yule warm to this festive issue. 


6 NOEL’S BOOT SECTOR 


Christmas is coming and the goose is getting scared, 


don't lose your disks in Matt's nancy beard. 


10 GLAD TIDINGS 


Mad Arab Royals pursue street star across Sahara! 
Shepherd claims: ‘Archangel scared my flock to 
death’! Single mum in lowly stable-birth shocker! 
Frankincense rots your brain — a Jehova's Witness 
reveals all! 


14 COMPETITION 


Be in The Chaos Engine! Two. For Christmas. 
And win some things. In a bag. 


16 LETTERS TO SANTA 
What have you asked old fatty for? | bet it 
isn't a big snog. With one of his reindeer. 


20 WiPS AND CREAM 


Whip with us into a cheery frenzy of special 
plum puddingy excitement, with this 
tummy-testing, trencher-trembling, sprout- 
dropping-surrepticously-onto-the-floor-for- 
the-dog-who-has-no-shame, toggle box of 
triumph. These are the four biggest unfin- 
ished things since my remarkable pastry- 
making catastrophe with some Cornish 
Pasties on Tuesday. 


= & 
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39 REVIEWS WITH BRANDY 


Christmas, Christmas, Christmassy, Chris. Who's 
gonna give me an Xmas kiss? Under the mistletoe, 
under the tree, who'd touch lips with a git like me? 
Yuletide, Yuletide, er, Yule-tidy, yule. Who wants a 
ride on my Xmas mule? A donkey is stubborn, an 
onager proud, but Andy's a jack-ass all the year 
round! That's poetry that is. 


80 BEHIND YOU, CINDERS! 


More knock-about, slap-stick from the crazy- 
bonkers One team as Matt, Andy and Harry take an 
amusing but clever look back at 1994. Before it fin- 
ishes with them. 


84 UPDATE PRESERVES 


Old People eat dates ‘up’ at Christmas don't they? 
Helps them go to the toilet, mainly — you know, 
keeps them regular. Our ‘Updates’ are much nicer 
and look less like greased owl-pellets. 


86 ROAST REPLAYS 


Not much is cheap at this time of year, so when you 
go a-caroling remember to sing Ding-Dong Merrily 
on High — for 'tis my favourite. 


90 MR ROBIN REDBREAST’S 
CHIRPY KILL ZONE 


On a spade handle, next to Mr Snowman, who's 
got a carrot for a nose, dad's smelly old muffler to 
keep him warm, and bits of coal for a smiling 
mouth. Crap, isn't he? 


LEMMINGS 3...54 


There’s more rodent clicking in the Xmas offing as 
the third installment of Psygnosis’ tundra-based 
tragedy featuring the Arctic Circle's unhappiest 
inhabitants, scuttles pell-mell over a big cliff into 
our waiting arms. 


’ 


LST — 


| GAMES FEATURED IN THIS ISSUE 


CHAOS ENGINE 2....32 


Part One of our new series finds Matt ‘n’ Andy rapping in the first person fes- 
ticular! Our likely lads look under the Bitmaps’ bonnet and get covered in Silly 
String. Pet. 


SWOS... 62 \-4 
They think it's all over and by thunder it is. At last. J 
Matt Broughton reviews the football game we've ss Page 81 V4 
all been waiting for, in its entirety. Ah, but what S #S Nippi 


have they done to the Sensi we know and love? ™ 


108 SMOKED PD ZONE 
All the way from Bonnie Scotland! The 
finest premium slices of smoked High- 
land PD, They're pink, they stink and they're gar- 
nished with mink. Juices. Metaphysically. 


110 COMPETITION 
More fantastic things to do on Jesus’ Birthday 


with 21st Century and The One. | don't want to 


spoil the surprise by saying any more, but what you SHADOW 
have to do is draw a pinball table, which will never FIGHTER.... 24 
get into Pinball Illusions because it’s already It's about dames not planes as 
finished. The winner therefore gets a nice jacket some of the twinkerbell-iest 
and some games. Swizz. toughies mix it with macho com- 

pany in this the nicest looking 
112 RECOMMENDED beat-em-up you're likely to clap 


STOCKING FILLERS dewy eyes on until page 36. 
Stuck for that last minute gift? Run out of ideas? 
Socks are always good, or a what about a nice han- 
kie? We suggest that for maximum effect you hide 
one or more of these 40 glittering games in them. 
Christmas though — it's just after Martinmas. 


114 NEXT MONTH IS A 
CRACKER 


Literally. Construct your own exploding chipolatas 


Skidarks 1s DRO 


with The One this Xmas, and make sure your turkey penn es, eS AOE. 2 Supe Brant mul player 


- - 
Fast ly ep idy Ue seal! bana | 2 ving fint 7) fully playable demo! 


dinner goes with a bang! Er... 


ighty six percent? Oh yes 
ae indeedy! That’s what the man 
said (well Andy ‘Art Garfun- 
kle’ Nuttall said anyway) and as far 
as we're concerned, that’s close 
enough to a real man to count. Just. 
Yep, we've managed to get hold 
of the entire first level in its, er... 
entirety for you lucky chaps and 
chappesses to sod around with, sim- 
ply because we love you. If you think 
I'm going to waste my time and 
effort telling you what you have to 
do when the demo is already packed 
with a full briefing, not to mention 
an on-line information system, you 
can just about blimmin’ well sod off! 
Needless to say, there are tons of 
things to blow up, tons of things to 
try not to blow up, and tons 
of, well, trees really. 
Controlling your 
chopper couldn't be © 
easier (said the | 
bishop to the « 
actress) sim- ~ 
ply rotat- 


ing it and thrust- 
ing it wherever 
you want (f’nar 5 
f‘nar). As well as 

your standard can- 
nons, you have a limited amount of 
Hydra rockets and Hellfire missiles, 
all of which are just itching to be 
released (as Andy said to the hired 
hand — ooh er.). 

You can cycle through the mission 
map and information screen — 
accessed with F10 — to check 
on the individual elements of 


WEAPONS 


LLFIRES HY ODRAS 
9 


your mission, but I’m sure if Sa ie UP Thrust F10 Goto 
) , selecte mission 
we’re honest with each other, iaedaion fevindabeice 


you're only going to fly round 


shooting every- 
thing anyway. 
ae Should you 


. come across spare } yery 
_” fuel, supplies, or } Rotate 
¥ * 

hostages, simply fly | left 


over them slowly, and the 

co-pilot will activate the 
required winch or ladder 
accordingly. And, to finish 
with my favourite phrase, er... 
that's it. 
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This is jolly Christmassy, isn’t it? 


SPACE Cycle 
through 
weapons 
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BOOT SECTOR‘ ¢ 


BATTLE TANKS 


Magnetic Fields (1Mb only) 


4. 


The spectre of an older game appeared each Christmas. 


o say that we’re chums 

‘ with some of the bestest 

and most talented chaps 
in the industry is to say the 
least. | mean, what other mag 
is so chummy with, say, Shaun 
Southern from Magnetic Fields, 
that he writes a splendid little 
program just for us in his spare 
time. Yes, so choc’a’block with 
programming skills is this 
young fella’ that he just can’t 
stop writing. Well, you lucky 
buggers you, we've decided to 
let you have a play of Shaun's 
little creation because we think 
it’s simply super fun. 

Anyone not familiar with 
original Battle Zone should be 
taken out and shot, but suffice 
it to say that in Battle Tanks 
you’re in a, erm, tank, and have 
to drive around a vector battle 
zone shooting as many tanks as 
you can. You have three smart 
bombs which, when activated, 
will destroy any tanks shown on 
your scanner, but apart from these 
little sweeties, it’s all down to your 
driving and shooting skills. 

The top of the screen shows (from 
left to right) your score, the radar 
scanner, the number of smarts left, 
and the number of lives you have 


left. At the far right you'll see a num- 
ber of boxes which shows how many 
shots you currently have available. 
This is basically to stop you from just 


shooting off billions of shells, 
(Shame — Andy.) so go easy with 
those trigger fingers! 


Expioag 
. Blogs 
. Bullet DRAGS 


ou lucky devils! Not only do 
you get to play an already 
super game, but you also get 


to sample four of the 32 brand new 
levels of snowy Lemmings 
from the full Holiday 
Lemmings package! 
Ooghyah! Baby. 
Just in case 
there’s anyone who 
>has only recently 
. been born, the con- 
- cept behind all the 
; Lemmings games is 
- to get a set number of 
; extremely wacky, crazy, 
: thingy, thicky rodents from 
: a start position to a specific exit 
- on each extremely nasty level. The 
slemmings will wander without 
- thought or case for their personal 
safety, and you must therefore 


That ‘s nota 


meringue pie, is it? 
er Ok ? 


7° tswel Scanner 


assign specific tasks 


to them, choosing 
from the limited ie 
number _ of ©. skills 


shown at the base of the 
screen. Okay? 

To select a skill you 
simply mouse click 
over climb, build 
bridge, dig etc. and 
then click that over 
the lemming of 
your choice. Other 
than that, it’s all 
pretty damn obvious, 
though not necessarily 
easy. Ha, ha! 

Read the information before 
each level as it will tell you exactly 
what percentage of the lemmings 
you'll need to rescue to complete 
that level. 


Lemming 


Jump, you little swine, jump! 
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Acid (1Mb only 


J 


ust cast your mind back over 
the last few months. What's 
the best coverdisk we've 
brought you? Mortal Kombat I/? Rise 
Of The Robots? Aladdin? The Fancy 
Sensi League? It’s too hard to 
choose really isn’t it, and the choice 
is about to get even harder, because 
we've got yet another bugger of a 
corking demo! 

Anyone who remembers Skid- 
marks will know that there really is 
nothing to beat the sheer fun 
involved in skidding around these 
brilliant tracks at high speed. Well, 
whether you’re an A1200 or 
A500/600 owner, you're about to 
have your pants pulled right down. 
This is an absolute exclusive, not to 
mention an absolute cracker! 

Options ‘R’ Us as far as this demo 
goes, with the choice of 1, 2, 3 or 
four player simultaneous play, using 
joysticks and keyboard controls. 
Within the ‘Select Players’ menu you 
can also cycle through different 
colours as well as single or split- 
screen views. If you're playing 
either in single screen mode or 
with all four players human Pj 
(which defaults to single screen) 
you'll work on the ‘Micro 
Machines’ theory, where any play- 
ers left behind will be shunted for- 


FIRE Accelerate UP 


LEFT 
Rotate left 


DOWN 
Used with menu 


Used with menu 


BOOT SECTOR 


It's motoring 

and other words be 
with ‘M’. Moliecular, fo 
example. 


ward, but suffer a time penalty. 

As the race progresses, your posi- 
tion will be displayed above your 
car, or, should you come to the start 
line, your time for that lap. Though 
this lap has been specially created 
for The One, you can get another 
variant simply by using the direction 
chooser in the Options menu. This 
menu also allows you to select how 
many laps you want per race as well 
as the speed/difficulty level. 

The program will detect an A1200 
and adjust the graphics and options 
accordingly, but all you AGA 
users can expect eight Mini 
Cooper rally excitement, 
along with smoother play all 
round. Are we good to you 
or what! 

Once you've set every- 
thing up, just press the start 
button and away you go! 
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17 CHARACTERS TO FIGHT. 
EXTRA 8 FIGHTERS AVAILABLE IN EARLY ‘95 WHICH 
MEANS... 


oe ...MORE FIGHTERS THAN ANY OTHER AMIGA BEAT ‘EM UP. 


AT LEAST 25 DIFFERENT MOVES PER FIGHTER. 
ft BLOOD OPTION DURING MATCH FOR ULTRA VIOLENCE. 


1994 GREMLIN INTERACTIVE LIMITED. ALL RIGHTS RESERVED. GREMLIN INTERACTIVE LIMITE 


sr) UNIQUE TRAINING MODE WITH SPECIALLY ARMED PUPPET— 


THE MACABRE PUPPAZ. 

AVAILABLE ON: 

AMIGA 500/600 OUT NOW, 

1200 AND CD32 COMING SOON. 


aRVER HOUSE. 2-4 CaRVER STREET. SHEFFIELD S1 4FS. ENGLAND. TEL: (0114) 275 3423. 
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he golden age of 
the armchair 
moved a= step 


ould it be that the battle for 
Cc Commodore is nearing its cli- 

max? After months of stale- 
mate, the process has been cranked 
up again by a flurry of activity from 
a new bidder, US-based Creative 
Equipment International. 

CEI is already involved in the US 
Amiga market as a distributor of 
A1200s and A4000s. It is reported to 
have lodged $1million with Com- 
modore'’s liquidators as a deposit on 
its bid to take over the company. The 
cash is non-returnable if CEI wins the 
battle. In other words, once the deci- 
sion has been made there’s no going 
back for CEI. 

So now it’s a straight race 
between CEI and the UK consortium 
headed by the Maidenhead team. 
The Americans have said that, if they 
win, they will start a new company 
to handle the British market — the 


WIN THE LOTTERY!'S 


ands up who's already lost 
“4 more than 10 quid taking 

part in that bloody stupid 
lottery thing. Yeah, us too. So what 
system did you use? Birthdays? 
Price of Twix? Number of weeks at 
number one for Bryan Adams? Well 
let's be honest, with odds of 14 mil- 
lion to one, it really doesn’t matter, 
does it. 

Well forget all that, because 
thanks to the power of PD soft- 
ware, your odds are about to 
improve. Yes, the first of a new 
breed of lottery prediction pro- 
grammes have arrived, and being 
a total plonker, I’ve decided to 
waste even more of my luncheon 
vouchers testing it out. 

The first of these packages, 


world’s biggest Amiga territory. So 
there. 

Commodore UK’s team is still con- 
fident of victory in the courts. They 
must be getting a bit fed up with the 
wait, though. 

* Accusations that Commodore 
UK has repackaged and sold faulty 
machines as new have been rejected 
by the company and have come to 
nothing. 

The computer trade magazine 
CRN printed the story in November 
as a shock exclusive. But Com- 
modore’s joint managing director 
Colin Proudfoot countered the 
claims by saying that it is common 
practice among electronics compa- 
nies to repair malfunctioning hard- 
ware or rescue working parts. 
“We're clearly not going to throw 
them away,” he said. And that was 
the end of that. 


National Lottery Randomizer (catchy 
title huh?), is really nothing more 
than a random number generator, 
but at least you no longer have to 
waste ages thinking up tons of 
obscure ‘mystic’ numbers to waste 
your beer money on. Simply press 
the button, watch the numbers cross 
themselves off, make a note, and 
then waste your entire lunch hour 
queueing in some dreadful little 
newsagent behind a total dweeb 
who’s been sent down with the 
entire offices’ entries. 

The second program, Lottery Win- 
ner AGA, is a bit more scientific, 
requiring you to enter the results 
week by week. It then uses various 
proven algorithms and probability 
calculations to make predictions. 
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closer last month when 
BT announced that it will 
install interactive TV in 
2,500 homes next sum- 
mer. Phew! 

Viewers in Colchester and 
Ipswich will be able to order films 
and TV programmes straight into 
the telly from the phone line 
using the new pilot service. Home 
shopping with Safeway, Thomas 
Cook and others plus home bank- 
ing via Nat West will also be a 
remote control button away. 

Soon BT hopes to add games- 
on-demand to the list. BT is cur- 
rently in discussion with games 
companies about this. Last March 
it joined computer games body 
ELSPA to share its plans with the 
industry. 

Interactive TV works by send- 
ing digital signals down ordinary 


You won't even get a guess out of 
it until you've input at least four 
weeks’ worth of numbers, and 
guarantees best results after about 
seven weeks of data. Both of these 
programs are now available from 
OnLine PD, whose address can be 
found on page 109. Good luck. 
Suckers! 
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copper telephone lines. The picture 
quality is said to be better than 
VHS. The signals are descrambled 
by a set-top-box which sits on top 
of the telly. BT hasn't decided yet 
whether to have games download- 
ed completely into the home, or 
whether to work on a “pay as you 
play” basis. Whatever, interactive 
TV could one day become a viable 
alternative to going down to 
Future Zone for your games. 


omething racy has come out 
of Tunbridge Wells at last. 
Newish company MPEG has 
entered the Video CD market with 
a fistful of naughty CDs which it 
brackets together under the Heat- 
wave label. 

Those lucky One readers with a 
CD32, a digital video cart and a 
birthdate before 1976 are free to 
snap up Summer Games, One In A 
Million, Back To The Orient, Back 
To Melrose Place, and Quantum 
Deep. All £19.99 and every one as 
mucky as mucky can be. MPEG is 
lining up 30 more for 1995. 

Younger readers, female read- 
ers and those of a devout religious 
persuasion will have to be content 
with Funtime, a range of kids’ 
video CDs, which comprises three 
instalments of Shoe People adven- 
tures. Er, great. 


irage and Time Warn- 
er have got just what 
they wanted to make 


their Rise Of The Robots TV ad 
campaign a success: A ban. 

The Broadcast Advertising 
Clearance Centre has banned the 
commercial from transmission 
during religious and children’s 
programmes. The problem arises 
from the rebellious (Time Warn- 
er calls it ‘in-yer-face’) flavour of 
the ad. One scene has a bunch of 
robots gatecrashing scenes of 
fifties dancing and gaiety, along 
with with the line “you can't 
dance with broken legs”. Anoth- 
er features the booming pres- 
ence of Military Droid who 
taunts: “Are you religious?” 

The publishers have sent a 
defiant message to the censors. 
Time Warner’s Jeff Tawney said: 
“If people find it offensive, that’s 
tough. Our customers love it.” 


STOCK 
SWwOP 


he multi-coloured swap 

‘ shop (where are you now 

Cheggers?) may have 

gone to the Seventies graveyard 

with Kenny and Robin’s Nest but 

its spirit lives on. Microplay, an 

American-owned company, has 

just launched its first part 
exchange store in the UK. 

The shop, in Shirley, West 
Birmingham, offers customers 
the chance to sell back their pur- 
chases for cash, or for another 


game plus cash. They don’t have 


to buy their from 
Microplay. 

it’s not the first experiment of 
its kind. Part exchange has been 
tried before. Trouble is, such 
stores usually attract the atten- 
tion of lawyers working for 
games companies. Part 
exchange is a legal grey area. Is 
it rental by another name? If it 
is, many publishers don’t want 
it. After all a game could be rent- 
ed hundreds of times but the 
publisher doesn’t get a penny 
more. But the attitude to rental 
is changing now, so Microplay 
might just have timed its open- 
ing perfectly. 


games 


NOT ON YOUR 


TELLY! 


e may flirt with glam- 
orous newcomers, but 
for many, there’s no soc- 


cer game quite like Kick Off. Cast 
your minds back to your first 
encounter with the tops of the Kick 
Off players’ heads and it makes 
you feel quite nostalgic, doesn’t it? 

Prepare yourself, then, for Kick 
Off 3 — European Challenge. 
Anco’s latest version of the game 
offers a staggering number of fea- 
tures. The theme is international, 
so there are 96 European teams 
and 24 from the rest of the world. 
These teams comply with our ideas 
of how Johnny Foreigner plays 


ive LucasArts classics are 
~ about to embark on their 

most daring adventure yet - 
the one into bargainville. 

Kixx, the budget label of US 
Gold, has unveiled a classic collec- 
tion comprising five hit games from 
the state-of-the-art Californian 
developer. The Secret Of Monkey 


football; i.e. Italians are strategic 
and defensive, Spaniards are reck- 
less and flamboyant, the Dutch are 
cheating swine etc. 

Teams are improved by choos- 
ing imaginative combinations of 
players. In Kick Off 3 there are cer- 
tain players with unique skills. A 
target man, for example, is great at 
headers and should therefore be 
selected with wingers. 

Other’ interesting features 
include a practice facility, in which 
to hone your passing and close 
control, 40 set plays for corners 
and free kicks, and options setting 
to allow novices to enjoy the game 
immediately. Of course, there’s all 
the usual stuff too — crowd nois- 
es, team talk, match facts, slow 
motions, replays etc. 

Kick Off 3 is available on the 
A1200 any day now priced £29.99. 
The A500 version is yours for 
£24.99. 


LOW:GOST 
LUCAS 


ARTS 


Island, Indiana Jones and The Last 
Crusade, Zak McKracken And The 
Alien Mindbenders, Loom and 
Maniac Mission have all been bun- 
dled together in one scrummy 
pack which is yours for £29.99. If 
you bought them individually 
you'd be £45 worse off. 

But if games from one of the 
world’s most esteemed special FX 
houses don’t appeal then Kixx has 
more to tempt you with. For the 
same price you can have the Del- 
phine Software Classic Collection 
comprising Flashback, Another 
World, Cruise For A Corpse, Oper- 
ation Stealth and Future Wars. 
This time the saving is a plump- 
tious £66! 

Kixx hasn't forgotten CD32 
owners. Its first releases on the 
format are due out any day. They 
are James Pond 2: RoboCod, Glob- 
al Effect, Brutal Football and 
Morph. Each is priced at £9.99. 


“When did you last see your 
ither"? Tr 


EXILE’S 
ust when it seemed Exile 
J had been forgotten and 
presumed dead, a group of 
scientists disappeared with it into 
a laboratory and made it bigger, 
stronger, better than before! Yes, 
Audiogenic is preparing to re- 
release the space adventure 
which was so popular on the 500 
a few years back. The company 
has admitted that despite its 
great gameplay Exile was let 
down by unspectacular graphics. 
The new version, out in the new 
year, has been’ graphically 
revamped for A1200 and CD32 
with their glorious AGA chips. 
For those who missed out first 
time round, Exile revolves around 
the activities of a missing, pre- 
sumed dead, genetic engineer 
called Triax who isn’t dead at all 
but hiding out on the planet 
Phoebus. What’s worse, he has 
built a new lab and captured a 
colonisation party to be his 
guinea pigs. Your task is to kill 
Triax, defeat his mutant army 
and rescue the kidnap victims. 
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Amiga-starved shoppers 
have been shelling out for 
SDL's CD32 bundle Critical 
Zone as if their lives depended 
on it. The seven-game packs, 
launched in November, quickly 
sold out their first batch. Run- 
ning out of stock is the the best 
kind of headache for a distrib- 
utor. An exuberant SDL said 
that Critical Zone was just 
about “the only hardware 
available at the moment”... 

Talking of “everything must 
go”, look out for some tempt- 
ing bargains winging out of 
the Psygnosis warehouse. The 
Liverpool-based publisher has 
decided to get rid of unsold 
back catalogue games in a 
massive clearout. There are 
about 50 titles to choose from 
— stuff like Lemmings, Micro- 
cosm, Second Samurai and 
Shadow Of The Beast — and 
prices range from £4.99 to 
£9.99. Psygnosis says the plan 
is to give players access to 
some classics at affordable 
rates and to clear the deck for 
“next generation” products to 
be launched... 

No such bargain price for 
Rise Of The Robots. But that 
hasn't stopped thousands of 
you queueing up for it. In its 
first week on sale the CD32 ver- 
sion of this much-hyped beat- 
‘em-up was the’ second 
biggest-selling CD game in the 
UK (behind the Mega CD's 
Mega Race). You just can't 
keep the Amiga down... 

Whatever you think of “net- 
surfers” — crusading cyber 
warriors or saddos whose key- 
boards are their girlfriends — 
there’s no doubt the Internet is 
bursting with activity. The lat- 
est new arrivals include Games- 
master, which is asking viewers 
to give their opinions of the 
show even while it’s on air, and 
record company  Go-Discs 
which has set up a site featur- 

ing artists like Paul Weller and 


TEAM 17 WORMING 
ITS WAY INTO 1995 


of weapons of death. 


Killer-kat? 8 out of 10 


WW (ound 
found Apparently these 
owners said it 
that the include bazookas, x 
boys at Team 17 have’ dynamite and . 
Worms, we made amen- grenades. Among the ) ae 


wittier touches is the 
ability to scarper (via a 
tunnel) when things 
get a little hairy. The 
winner is the player 
with the worm left 
standing. Or should 
that be wriggling? 
The game will be ready by April 
1995 on 1200 and CD32. Expect a lot 
of poor-quality worm puns like 
Worminator 2: Judgement Day. And 
don’t say we didn’t worm you... 
But just when we thought Team 
17 couldn't get any more silly it 
went and told us about Pussies 
Galore. This platformer, to be 
released in March on 1200 and 
CD32, is set among the kittens of 


tal note not to nibble any 
of the free pork sand- 
/,4 Wiches next time we're up 
in West Yorkshire. 

But no, it turns out our 
complimentary lunch is 
quite safe. Worms is in fact the 
latest project from one of the 
Amiga community's favourite 
developers. Described as a cross 
between Cannon Fodder and 
Lemmings (there's a wacky com- 
bination) it’s basically a story of 
kill or be killed, but have a laugh 
in the process. 

Up to four worm batallions 
seek to make fishbait out of each 
other in a_ multi-directional 
scrolling landscape with a variety 


: 

| | 
seemed a bit unlikey. 

| 


this world. The drama is sparked 
when, wait for it, a record is 
released by Evil Eric which, Black 
Sabbath style, sends its listeners 
into arms of Satan himself. 

You play Boris, unaffected by 
Eric and the Prince Of Darkness, 
and on a mission to get the devil 
out of kittenkind. Silly, yes. But silly 
with parallax, 50 frames-per-sec- 
ond and a 64-colour play screen. 
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“Ship calling Earth. 


onsidering the noise 
Gametek made about 
Frontier, it's being sur- 


prisingly quiet about the & 
forthcoming Frontier: First 
Encounters. Well, we've got 
some pictures to tantalise all 


2? * 


lating rumours — not all of which 


you would-be explorers with (PC, are true — and the only way to find ) (—)Cannon Fodder 2 
I'm afraid), not to mention a bit out what's really going on within (Virgin) 
of blurb, so pin ‘‘em back and, the game is to buy subscriptions to 
er... check your input. on-line journals (sort of e-mail )(—) Mortal Kombat |! 
Set in pre-Frontier days (i.e. meets newspapers). (Acclaim) 
before the colonies and territo- David Braben (Frontier's author ) (—) Football Glory 
ries were established) First and programmer, in case you didn’t a 
Encounters sees the welcome’ know) said: “There’s a huge range (Black Legend) 
return of the Thargoids — the’ of missions and various routes to \(—) Premier Manager 3 
original baddies from Elite. pursue. The important thing is that é 
Apparently, the presence of the the main thread of the missions is (Gremlin) 
aliens starts off a series of esca- much more hand-coded than it was )(—) Rise of The Robots 
before. There’s an adventure side to (Time Warner) 
it really, with a few blind alleys for 
people to find and enjoy.” If anyone ) (—) Tower Assault 
The Beautiful South. Users can knows what any of that’s supposed (Team 17) 
access short audio clips, pictures to mean, would they please contact Se 
of sleeves, and background infor- us. (Competition not open to any- ) (6) Guardian 
mation. ... one from Gametek). (Acid Software) 
Still on music, news has come in » (2) UFO 
of Mortal Kombat the album. Only - 
on sale in America, this dubious (MicroProse) 
sounding collection comprises 10 wet » (3) Super Stardust 
tracks by the Immortals, each one eo ey 
based on an MK character. Ice-T eect eee is peasant, 
‘What's in that €normous ') (4) Club Football 
and Vinny Jones must have been S ery (4) Club I ‘a 


shopping basket?” 


otherwise engaged. (Software Business) 
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Practice Round 
- Tournement 
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Available for your 
AMIGA A500, A600, A1200. 


__pod@) “The best golf game ever in the history of all things” 
AMIGA POWER Nov ‘94 


POA eX “If you only buy one golf game this year, then this 
should definitely be it - Ocean have come up with a 
new oc leader in the field.” AMIGA ACTION Dec ‘94 
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DESIGN AN 
INGENIOUS 
WEAPON 

AND FEATURE 


IN OUR FAB EXCLUSIVE!! DEMO!!! 


ver fancied yourself as a bit of 
§- a mad scientist? A Mr Gatling, 

Frank Derringer, or Mrs. Molly 
Mustard-Gas? Do you cover your 
pencil case with blueprints for secret 
weapons for making everyone love 
one another (girls); or naughty X-Ray 
Specs which will enable you to 
view members of the oppo- 
site sex in their birthday 
suits (boys). Do you sit 
in your bedroom 
dreaming up exotic 
ways to kill, torture 
or temporarily dis- 
disagreeable 
classmates, nagging 
parents, and unwanted 
Christmas pets? Hmmm, | 
thought so. 

Well, thankfully The One can now 
offer readers an exclusive outlet for 
their evil designs and unnatural 
urges. And rather brilliantly, there 
are no chalky tablets to swallow, no 
sticky expectorants to pretend 
you've taken but have really tipped 
down the bog, and no tricksy plastic 
spoons with the capacity to hold a 
single water molecule to master! No, 
what we have in mind is a specially 
patented Amiga Therapy that isn’t 
available on the National Health! 
(Haz, beds aren't available under the 

NHS, mate — Andy.). 

This, then, is the plan. Those 
gorgeous grease-monkoids the 
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Bitmap Brothers,  super-space 
mechanics responsible for the devel- 
opment of The Chaos Engine 2 have 
agreed to let you design an amazing 
weapon, or special feature-type- 
thing, for our Exclusive!! cover demo 
of their forthcoming game. All you 
have to do is think of some- 
thing very clever indeed 
and send it to us. If you 
can't draw for toffee, 
don't worry, just 
write your idea 
down — but of 
course, if you fancy 
yourself as a bit of a 
Leonardo, then lay 
hold of those felted- 
tips. Real disciples of Dok- 
tor Death can send us a disk 
with the finished thing all complete- 
ly done on it. We don’t care! What 
we are looking for is something pret- 
ty damn deadly, yet daring and dif- 
ferent at the same time. Okay? 
Since one of the main focuses of 
the game is the interaction between 
two players, Les Bitmaps say that 
they are especially interested in ideas 
based on that theme. You might try 
to come up with a particularly devi- 
ous and unpleasant way of killing 
your opponent, but The Bros have 
hinted (and frankly we agree), that 
topping people is a bit dull, a bit old 
hat. They are however, especially 
interested in things that affect your 


adversary in new and innovative 
ways. Anyone remember The Total 
Perspective Vortex from Hitchhikers? 
It involved wiring someone up to a 
fairy cake. Showed them their true 
significance in the cosmos. Sent ‘em 
bananas. Well, that probably isn’t 
the sort of thing that would win. | 
reckon that bottle in Alice in Won- 
derland that said ‘Drink Me’ and 
made you shrink might do quite well, 
though. Dashed cunning. 

Anyway that’s it, so send in your 
entries to: Please Grasp My Weapon, 
The One, Priory Court, 30-32 Far- 
ringdon Lane, London EC1R 3AU. All 
entries must reach us by February 
28th 1995. 


YOU HAVEN'T GOT 
ANY RIGHTS AT ALL 


All copyrights and intellectual 
property rights in the demo will 
rest exclusively with The Bitmap 
Brothers, no matter what ele- 
ments of your idea they may 
incorporate. They will not be 
paying anybody anything for 
any idea which they might use 
in the demo, and they reserve 
the right to modify the winning 
idea in any way they deem nec- 
essary to fit in with the game. 
These modifications will be 
entirely at the discretion of The 
Bitmap Brothers, and no corre- 
spondence will be entered in to 
with any third party regarding 
such modifications. And that’s 
that. So, er, there. 


THE CASE FOR A BEAUTIFUL DEATH 


Remember these little numbers from The Chaos Engine? See how the 
light gleams dully on their cruel surfaces? Can you feel their weight 
pressing insistently against your hip as you dance towards destiny? | 
don't like the look of that round thingy in the bottom right, do you? 
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Despite the flood of correspondance which has drowned Spunky my pet McCaw, I have 
decided to kill Pat and Jess anyway, because | didn’t like the way they were always so 
chirpy. The Reverend Timms is next, and if | don’t get sack-fulls of Christmas Cards then 
Ted Glenn will get his as well: | am sending one of The Twin’s ears so you know I'm not 
bluffing. Write letters to: The One, 30-32 Farringdon Lane, London EC1R 3AU. 


As is tra- 
ditional 
with our 
Git of the 
Month, we 
have repro- 
duced the ‘win- 

ning’ letters exactly 
as we received it, typographical 
errors, grammatical mistakes, dodgy 
spelling and all. Though you might 
not notice (sigh). 


SENSIBLE SOCKER 
Dear The One, 

| think your view about Sensible 
Socker being better than Football 
Glory is way out of line. You cannot 
control the ball properly in Sensible 
socker you only have one choice of 
action replay, on Football Glory you 
have three Football Glory has got 
Great Atmosphere brilliant playabil- 
ity and Great Sound affects and 
Great Graphics, all much better than 
Sensible Footballs offering, Football 


TOE JAM 
Dear The One, 
Komissar of Khaos, Chair of 
Demonology, All hail Khaotica! | am 
writing to you because | am in need 
of an Action Replay Cartridge MKIll 
but | just can’t get hold of one. 
| need it because | like to be a low- 
down dirty scum/toe jam sucking 
cheat, (I prefer scum). 
Yours sincerely 
Deadlock (defiler of angels, psychic, 
layabout, cheat with honours). 


PS. Can | please have the spell that 
you use to make spelling mistakes 
and be quite humorous at the same 
time. 

PPS. Your magazine is the crappest | 
have ever seen, keep up the good 
work. 


What a pile of Khrap you do 
speak, young Deadlock. What's 


Glory is Miles Better! Yours sinserly 
Dean J Ashby 
Scarborough 


SO FOOTBALL GLORY 
Dear The One 

| have being a keen fan of football 
games for my A1200 since the first 
day | bought my first football game 
Sensi. After this game | have bought 
many other soccer games such as 
Kick-off 3. 

Now | have just bought the best 
football game yet. Which you said 
doen’t even compare to Sensi. Well | 
think its a hell of a lot better. Its 
funny and good fun to play. 

So football glory in my eyes takes 
the Sensi Crown hands down. 

Wesley Webster 
Scarborough. 


No it doesn’t Wes. What is it about 
Scarborough though? The endless 
golden sands? The spooky castle on 


your real name? Norman, perhaps? 
Or maybe it’s Colin. Perchance you 
were picked on at school, though, so 
lll forgive you for your strange 
deviance on this occasion. You can 
order a Replay Cart, incidentally, by 
ringing Datel on 0782 744 707. 


JANET STREET 
PORTER 
Dear The One, 
Firstly | would like to say how great 
your magazine is, but sadly the same 
cannot be said of some of your read- 
ers, particularly Ludwig Ledbury. The 
word ‘Pants’ does not mean that 
something is excellent, it is in fact the 
exact opposite. So to say something 
is ‘Pants’ means that it’s crap. And 
what, pray tell, is Yoof Culture? Who 
does he think he is, Janet Street 
Porter? 

Anyway, | have a few questions to 


the cliff overlooking the sea? The per- 
manently, devil-may-care, holiday 
camp atmosphere? The interminable 
drizzle. The rock? | don’t know what 
you think, but | call it damn fishy 
when two letters from young shavers 
arrive in the same post, praising Foot- 
ball Glory to the skies. It’s more than 
odd and | smell a conspiracy. | can 
imagine the scene: two young 
blades, Deano and Wes — you know 
the kind, scruffy, uncouth, crap at 
games — try to get in with the trendy 
‘in-crowd’ at school by playing Sensi- 
ble Soccer. But they're not very good 
at it, so many of the bigger, more tal- 
ented boys laugh in their faces and 
stand on their shoes. 

So, naturally, the two loosers get 
on their mountain bikelets, and 
decide to form their own renegade 
(no pun intended) band of other- 
footy-game followers. They choose 
Football Glory, because some sections 
of the press have said it’s similar to 
‘the other game’. They play it to 


put to you. 1). Do you know any- 
where that may have a copy of War 
in Middle Earth? 2). Will Lords of Mid- 
night or Doomark’s Revenge be com- 
ing out on the Amiga? 3). Is life mere- 
ly a dream and all people pieces of 
cheese the night beforehand? 4) Has 
Kevin Keegan got no positional 
sense? Forgive the letter, but | ama 
student on an Arts degree. Keep up 
the good work fellas. 
Andrew Rigby 
Sunderland 


PS | am only writing this letter in 
defence of the word ‘Pants’ because 
it is such a top word to use in society 
and therefore, Ludwig. you are a 
whopping pair of pants. 


While agreeing totally with you, 
Andrew (nice name by the way mate) 
about the so-called Mr Ledbury being 
an utter pair of pants, | will confess 


death, making sure that they’re the 
absolute world’s best, and then try 
to recruit other disciples to the way 
of Football Glory, but of course, 
nobody listens, so they decide to 
write in to Britain's Most Amusing 
Amiga Games Magazine, and when 
they get no reply, they write to us 
instead. Gits 

Actually, we have no right to say 
these things, do we. It’s unfair, 
you're both entitled to your own 


opinion even if it’s wrong .Sensi, is 


quite simply the best footy game 
around and no amount of carping 
from some god-forsaken spot in 
Yorkshire will make us think other- 
wise. And anyway, wed listen to 
you with slightly more sympathetic 
ears if we'd received any similar let- 
ters. But no. Not one. Not even, as 
Harry would say, a sausage. 

So by way of conclusion, have 
this ‘Yar’, a ‘boo’, a ‘sucks’ and a big 
fat ‘Nyah-nyah, nyah-nyah-nyah’, 
into the bargain. 


that | am a little confused as to the 
new meanings acquired by the word 
pants as there seem to be several 
regional variations. The great thing 
about words (and particularly English 
ones), however, is that they can pos- 
sess many meanings. Layers of mean- 
ing or resonances are built up over 
time through usage. The sad thing is 
that many words lose their original 
meanings or acquire new deposits 
(‘gay’ is a much quoted example) 
which restrict their usage. This is not 
likely to happen with ‘pants’, which 
now, by my calculation has four or 
possibly five meanings. There are two 
obvious ones. Being out of breath 
and an undergarment. Ah, but which 
are the others? | tell you what, a soft- 
ware prize to the reader who comes 
up with the five correct definitions of 
the word ‘pants’. Write to The Pants 
Drawer, c/o The Letters Page. By the 
way, the American useage (as in 


trousers) does not count, as | am par- 
ticularly annoyed with Tesco's at the 
moment for using signs saying ‘Take 
a rain-check’ when they have run out 
of an item. Do they know what a 
rain-check is? Why are they using this 
phrase when ‘Temporarily out of 
Stock’ was perfectly adequate for the 
purpose. | hate them. 


YOU SHOULD BE 
ASHAMED NEIL 

Dear The One, 

| am an agreeing reader, (eh? what 
does he mean, | hear you say), 
because you answered that ‘git’ very 
well. | think his name was Neil 
Cousins. His game wasn’t even good 
enough to be a spectrum classic (no 
offense to Sinclair). Charlie J Cool 
sounds like something a five year old 
thought up and if you call those 
gameshots A1200 then you should be 
ashamed — take a look at Virgin's 
excellent Aladdin and compare it to 
your game, Neil. 

Anyway, last month’s MkKIil 
coverdisk was good, but compared to 
the graphics I'm used to, (owning an 
A1200 and everything), were a bit 
poor, so will there be an A1200 ver- 
sion? Oh and Bjork smells like last 
week’s garbage. 

Ravi Ahluwalia (aged 14) 
Sittingbourne 
PS. Enclosed is a nice piccy of 
‘Agrabah Fighters’! 


Great picture Ravi, and one which 
encapsulates our feelings on he mat- 
ter quite nicely as well. As to your 
other question, MKIl will be available 
on the A1200, though there won't be 
specific AGA version, I'm afraid. 


RUMOURS 
Dear The One, 
| am thinking of purchasing an A1200 
but have been putting it off because 
of the rumours about Commodore 
going bust and selling out. Can you 
tell me if these rumours are true, and 
whether Commodore will stop pro- 
ducing games for the Amiga. And will 
the 1200 live on? 
Scott Walker 
Garmouth 


PS Your magazine is one of the fun- 
niest around and brings a touch of 
humour to my house every month, 
keep it up. Also, what's Matt's 
favourite Group and, what is the 
name of the group he is in? 


Well Scott, we at The One understand 
your confusion about the situation 
at Commodore, but allow us to clear 
up a few of your misconceptions. 
Commodore actually went bust some 
time ago. What ‘s happening now, is 
that the people who ran Commodore 
UK are trying to put together the 
cash to fund a management buyout 


so that they can continue trading. We 
still don’t know whether or not this 
bid will be successful, though the 
chaps at Maidenhead (Commodore's 
UK HQ) seem pretty confident. Com- 
modore don’t actually make games, 
software companies do. 

Commodore does, however, make 
hardware such as the A1200, and the 
worry is that the people who make 
games won't continue making them 
for the Amiga if the computers aren't 
being made anymore. At the moment 
because there are already so many 
Amiga owners out there, the num- 
bers of new games or conversions 
from other platforms doesn’t seem to 
be falling off too much. If the future 
of Commodore is not resolved soon 
however, it is likely that software 
companies will not widh to spend 
too much money developing soft- 
ware for a computer that has 
stopped developing. 

As to whether you should buy an 
A1200, well yes, if only to keep us all 
in a job — but no seriously, there's 
plenty of stuff available or in the 
pipeline, and who knows, by the 
time you're reading this, the Com- 
modore thing may all be resolved. 

Finally, Matt’s favourite group is 
The Tremeloes. His own band was 
called KIAI, but because this was a 
crap name he’s trying to decide on a 
new one. The best thing he’s come 
up with so far is IKEA. 


RIP OFF 

Dear The One, 

| am a devoted fan. | can’t wait for 
my copy of The One to come poping 
through the letterbox as | skip joyful- 
ly doen the staris and quickly rip off 
the outer plastic and start to read my 
favourite mag, | find Mortal Kombatt 
li which | start to read straight away. 
Then | find that it jumps from page 
34 to 51. Why? You have also done 
this once before in your October 1993 
edition, jumping from page 96 to 
188. The first time | kept quiet about 
it but | am not taking it any more. 
Our country should be a good honest 
one where decent people can go out 
and buy decent things. 


Peter Hughes 

Manchester 

PS What have you done with 

‘Recommneded’ and where is the 
monty competition. 


My, my Peter, your spelling is more 
amusing than our own. | don’t like 
the sound of anything ‘poping’ onto 
your doormat, as direct descendents 
of St Peter can make quite a mess 
when you squeeze them through 
narrow slots. As to us jumping from 
page 34 to 51, well that’s just not 
possible as this would take ages and 
hurt our knees. No, but seriously, 
something seems to have gone badly 
awry at the print-finishers, as you 
appear to have an entire section 
missing! All they have to do is glue 
the finished pages into the covers, 
and it seems that they cannot be 
counted upon to complete this, the 
simplest of tasks. You can bet they 
won't be getting a Christmas card 
from me this year! Actually, if you 
don’t tell us these things, we never 
hear about them; so if your mag has 
got something wrong with it, i.e. 
pages out of sequence, back to front, 
upside down etc, do let us know so 
that we can have a go at the right 
people. You see they are sneaky, and 
always make sure that the copies of 
The One we get are perfect. Anyway, 
have this pristine copy of The One 
with our compliments (puts nice new 
mag in horrid brown envelope.) 

Clever of you to notice the lovely 
new economy sized ‘Recommended’, 
which has got just as much cleaning 
power but helps the environment by 
using fewer pages. As for the ‘monty’ 
competition, don’t know what you're 
talking about, fella. 


THANKYOU 
Dear The One, 
I've got one thing to say to you; 
Pneumonoultramicroscopicsiliconvol- 
coniosis. Thankyou. Byee. 
| Someone Trendy 
Somewhere Trendy 


Hmm. Harry says that as you are 
obviously lacking the methyltestos- 


terone to give us your name, you can 
er... sod off (because he can’t think 
of a word longer than the rather 
hackneyed antidisestablishmentari- 
anism. Want a job? 


EXCLUSIVE! 

Dear The One, 

I'd better start with something excit- 
ing so you'll read on... 

Ah ha! Got you interested! (Clever 
bit of reverse psycology, eh?) A few 
points about two of the letters in last 
month's issue (December 1994). First- 
ly to Luke Foster. ‘Why don't you 
spend more pages on reviews and 
tips instead of all the crap that’s in 
there at the moment’. What crap? oh, 
| suppose when youn said crap you 
were referring to the space your let- 
ter was printed on, in which case | 
have to agree. ‘I’ve got better things 
to do than write to you sods’. Obvi- 
ously you haven't otherwise the 
space filled with your crap could have 
been used for more reviews or tips, 
but no. Instead of sparing the world 
your rapid dribble, you’re obviously 
so lonely that you sat for hours read- 
ing your issues of The One (all the 
words you could understand, that is) 
thinking of points to prod The One 
with. 

Secondly, C. Cavey. If your children 
are the angels you make out, they 
wouldn't understand the similarity 
between ‘P’ucking and er... that 
other word. Also taking up the point 
made in the reply, was that the only 
rude thing yopu could find in the 
magazine? Because if it is, I'd like to 
point out that the page The One 
flops open at isn’t the only page 
there is. If every reader writes in say- 
ing the same thing, then some notice 
should be taken, but as | doubt this 
will happen, try exercising some 
parental responsibility (pah! | doubt 
you can spell it) and don’t let your 
children read The One. 

Right, hopefully my comments will 
annoy them enough to start a prover- 
bial punch-up. | like a good fight! 
Erm. a coouple more things. Could 
you not put ‘Exclusive’ in them little 
pointy stars all over the mag. It 
makes it look like a tin of beans with 
a special offer label. It makes The One 
look cheap which it’s not (no price 
reference intended, so ha! Luke). One 
last thing. | looooooved that Mortal 
Kombat poster. Any chance of a Rise 
of The Robots one or something, eh? 
I'll say please and everything. Look, 
‘please.’ 

Dan 
London 


| quite like your point about rapid 
dribbling, Dan, because... well, real- 
ly there’s nowt worse than small 
gobbets of spittle slowly making 
their way down your chin. And 

I'm really glad you agree with us 
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about the subject of rude things. | 
even take your point about the /ittle 
yellow stars — but | happen to think 
that cans of beans look nice and 
pretty with their spiky patterns and 
crazy labels. But | draw the line at 
discouraging kids from reading The 
One — because after all, Dan, we 
need all the readers we can get. 


WE ARE NOT 
FRIENDS 

Dear The One, 

Having read the letter from MG, the 
porker from Wales, | reall had to 
write in and let people know how 
stupid some of them are! | have one 
living nearby and while he does 
always acknoledge me, we are not 
friends. He recently bought an old 
600 and a new 2.5 drive which he 
planned to fit himself. 

Anyway, he came over one night a 
few weeks ago, and knowing that | 
repair computers, asked if | had any 
ideas, why his hard drive wouldn't 
work. Here’s the funny bit, the silly 
person had opened up the computer, 
found the cradle, screwed the drive 
to it, bunged it back onto its locating 
holes and put the top back on. He 
then spent the next few days trying 
to install his workbench disk onto it. 
He had overloked a vital piece of 
hardware, the little piece of hard- 
ware, the little cable that connects 
the drive to the interface, what a 
****head! ! 

As it turned out he had even 
thrown it away with the packaging 
and had to get another (chortle). 

This is such a good example of 
how thick you need to be to qualify 
for the police force these days, it’s 
very worrying. | thought Matt’s com- 
ments in his reply were admirable 
and very amusing (though not as 
amusing as mine — Harry.) and | am 
sure that thousands of people will 
agree. 

Well | had better stop now and get 
on with some work, thanks for the 
great mag and don’t let the M.G’s of 
this world get to you! 

Jon Someone 
Northern England 


PS Please don’t print my full name 
and address as | may end up getting 
a good hiding. 


Marvellous anecdote, Jon. It reminds 
me of the hilarious time this screw- 
driver wanted to tap into a Rim Ram 
Rom disk drive with a soldering iron. 
The damn fool had got his dongle 
caught in the I/O port! How we 
laughed! By the way, it'll be £10 each 
please not to divulge your where- 
abouts to a certain little piggy. To 
borrow (promise we'll put it back) a 
phrase from er, | think it was on 
Cracker the other night, ‘We know 
where you live’. 
Ta, ta. John. 


OVERDRIVE? 

Dear The One 

1). | bought an Overdrive CD-ROM 
for my A1200 recently on the 
understanding that it would play 
most CD32 existing titles. Could you 
please name some! good! titles the 
A1200 CD-ROM will! read! that 
there aren’t A1200 versions for 
already! 

2). Will the A1200 CD-ROM play: 
Inferno, Rise of the Robots, 
Reunion, Mega Race, and Heimdall 
2 in CD format? 

3). Do you think better emulation 
software will be brought out for 
the CD ROM which will work with 
the Overdrive CD? 

Dave Brook 
Huddington 


1). I'm sorry, but at the time of 
writing Indi, the distributors of the 
Zappo CD drive, were unavailable 
for comment. Seems they were 
‘busy’, a term which we, as a mag- 
azine on a tight deadline, are of 
course not familiar with. 

2). Sadly, the same answer as 1. 

3). And again, the big 1 says it all. 


GROVEL GROVEL 
Dear The One 
| have recently just purchased my 
long awaited Amiga 600 and decid- 
ed to buy your mag. It’s EXCEL- 
LENT!! the cover disks are brilliant, 
especially MK// and ROTR. | would 
like to say your mag is the best and 
| will plan to buy it every month. | 
will also persuade my mates to as 
well. | can’t fault your magazine in 
any way and hope you will answer 
my questions: 
1). What is the point of an external 
disk drive and is it worth getting 
one? 
2). What's the difference between a 
HD Amiga 600 and a normal one? 
3). What five games do you think | 
should buy next? 
4). And finally if you were stranded 
on a desert Island which five things 
would you take with you? 

B Maguire 

Essex 


1). You know how some games 
come on one disk, while others 
need two or more? And you know 
when there are two or more, you 
often need to swap them? Right, 


 a@uestions... 


the point of an external drive is so 
that you can put disk one in as nor- 
mal, and disk two in the second 
drive, and you won't need swap 
them any more! Beware, though, 
because some games aren't pro- 
grammed to recognise the external 
drive; and while in our opinion the 
programmers of such games should 
be taken out and shot, at least 
most multi-disk games do. 

2). An A600 HD has a disk drive 
built into it, whereas a ‘normal’ 
one, er, doesn't. 

3). Theme Park, Mortal Kombat Ii 
SWOS, Zonked! and Charlie J Cool 
(ha, ha, ha) probably mate, but as 
we don’t know what you've 
already got, it’s a bit hard to advise. 
4). Matt will take a guitar, Pink 
Floyd’s ‘The Division Bell’ (and CD 
player), A Dallas Cowboys cheer- 
leader and a Slush Puppy machine. 
Harry says he'll have HMS Ark 
Royal, a helicopter, a nav-com satel- 
lite, Liz Hurley and some chips. 
Andy has asked for a Chameleons 
album, a pen, paper, a slice of cher- 
ry pie and Joanna Lumley. 


UPGRADES? 
Dear The One 
1). Does SWOS have any digitised 
section of when you win the cup or 
league, because in the first game it 
was incredibly frustrating because 
it just said in writing ‘Liverpool win 
the Cup’ after all that effort! 
2). This is what some specs should 
feature in the new Amiga: A dual 
Speed CD ROM, 27 MHz Clock- 
speed, 16 bit, 16 channel PCM 
Sound Chip, 64 bit Processors and 
architecture and 3D rotation and 
Sprite scaling chip. What do you 
think? 
3). Do you think the Amiga will be 
able to compete with the likes of 
Nintendo, Sego + Atari in the 
future, technology and games 
wise? 
4). If anew Amiga comes out with 
a better spec than the A1200 
(which I've got), would you suggest 
me and other people who have got 
it upgrade? 
5). I've got Rise of the Robots and 
it’s FANTASTIC! 
Have a very Merry Christmas and 
a prosperous and happy new year! 
to you and all The One readers. 
LONG LIVE THE AMIGA!!! 
Sylvester Williams 
Thornton Heath 


1). No, it’s the same old message 
as before. Anyway, what’re you 
reading this for — take a look at 
Matt's review on page 62. 

2). Hmmm. Sleep, lunchtime, get- 
ting the mag to the printers on 
time, getting a haircut, and Psyg- 
nosis delivering Lemmings 3 /ate. 
That just about sums up my 
thoughts for the moment. 

3). Ah, a good question. The new 
Sega and Sony (which you didn’t 
mention) consoles are looking very 
hot indeed, so Commodore will 
need to get its act together on the 
new technology front. pretty 
sharpish to keep up. Atari‘s Jag is 
good, but not as good; while Nin- 
tendo’s Project Reality is, in reality, 
a long way off. Perhaps they 
should re-christen it Project Virtual- 
ly. So the answer is, if Commodore 
sharpens up its act, yes; if not, er, 
no. 

4). A few small problems here, Sylv. 
The price, for one, and exactly what 
new capabilities the machine would 
have, if it existed, which it, of 
course, doesn’t. So, er, maybe. 

5). No it isn’t. See page 76. 


MY QUESTIONS 
Dear The One 
|! own an A1200 and was wonder- 
ing could you please answer my 
questions? 
1) Does Sim City 2000 really need a 
hard drive and 4Mb of RAM or can 
you use an external drive instead? 
2). Is Sega’s (bbo!) newly-released 
Earthworm Jim coming out on the 
best computer ever? Or what? Eh? 
3). Is Fifa Soccer ‘95 coming out on 
the Amiga and if so when? 
4). Does your dust cover split 
around the corners? 
5). Why don’t any of the Lotus 
games work on the A1200? 
6). When is The Lion King coming 
out on the Amiga? 
7). Why do you always print crap 
letters like this? 

Lee Mortimer 

Reading 


1). No, it doesn’t. Maxis only went 
to the trouble of printing that on 
the box for a joke. 

2). No. 

3). I'm afraid there are no plans 
for this either. 

4). Yeah, it does. Strange that, eh? 
5). They do. Lotus 3 works fine on 
the A1200 ‘off the shelf’ as it 
were, and indeed is; while if you 
have a problem with either Lotii 1 
and 2 then send your disks back 
suitably addressed to: Gremlin 
Interactive, Carver House, 2-4 
Carver Street, SHEFFIELD S1 4FS. 
6). By the time you read this. 

7). Because. 
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A division of 
SOFTWARE PLUS, 
Britain's largest indepen- 
dent specialist retailer of 
computer games. 


Established 
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, . “5° . Front Lines’ Quest for Glory 1 Brutal Sports Football Deluxe oD £13.99 Liti Divi .. 
AMIGA I I L : S Frontier Elite 2 Raiden* Bubble and Squeak £19.99 Lost Vikings 


7th Sword of Mendor * 
A Train & Construction Kit 
Air Support 
All New World of Lemmings 
Alfred Chicken 
Alien Breed 2 1Meg 
Alien Breed Specia! Edition 1Meg 
Another World (1Meg 
Apidya 
Apocalypse 
Aquatic Games 
Arabian Nights (1 Meg 
Arcade Pool 

= Archer McLeans Poo 
Armour Gaddon 2 
Assassin Special Edition 
ATR* 
Award Winners Gold Edition 
Balstar 
Battlestorm 
Battletoads 
Beastbusters 
Beau Jolly Compilation 
Beneath a Stee! Sky 
Benefactor 
Birds Of Prey (1Meg 
Black Crypt 

I Blaster (1Meg 
Blob 
Body Blows 
Body Blows Galactic (1Meg 
Breach 3° 
Brian the Lion 
Brutal Sports Footbal 
Bubba N Stix 
Bubble and Squeak 
Burntime 
Campaign 2 (1Meg 
Cannon Fodder 
Cannon Fodder 2 
Castile Conquest” 
Ceasar Deluxe 


Champ Manager End of Season 0D 


Championship Manager Italia 95 


Fury of the Furries 

G2° 

Games 

Global Gladiators 

Goblins 2 

Graham Gooch Test Match Cricket 
Graham Gooch Second Innings 
Gunship 

Gunship 2000 

Gunship 2000 1Meg 

Heimdall 2 

Heart Of China 

High Seas trader 

Hoyle Book of Games Vol! 

Hoyle Book of Games Voi2 
mpossibie Mission 

ndiana Jones Atlantis Adv (1Meg 


ndiana Jones Fate of Atlantis Action 


ndy Last Crusade Graphic 
nternational Manager* 
shar Legend of the Fortress 

shar 2 

shar 3 

shar Legend of the Fortress 

Jack the Ripper’ 

James Pond 2 Robocod 

Jimmy White's Whirlwind Snooker 

John Madden American Footba 

Jungie Strike 

Jurassic Park (1Meg 

K240 (Utopia 2 

Kick Off 3 

Kid Chaos 

Kids Rule OK 

Kingmaker 

Kingpin* 

Kings Quest 

Kings Quest 2 

Kings Quest 3 

Kings Quest 4 

Kings Quest 6 

Knights Of The Sky (1Meg 

Leander 

Legacy of Sorasi 

Leisure Suit Larry 1 


Reach for the Skies 
Realms 

Rea! World Footba 
Reunion 

Rise of the Robots’ 
Road Rash 
Robinsons Requiem 
Robocop 3 

Rough & Tumble 
Rugby League Coach 
Scrabble 

Second Samura 


Secret of Monkey Island (1Meg 


Sensible Golf* 

Sensible Soccer 92/93 
Sensible Soccer int Edition 
Sensible World of Soccer’ 
Settlers (1Meg 

Shuttle 

Sierra Soccer 

Silent Service 2 

Sim Ant Classic 

Sim City Classics 

Sim City Classics Pack 
Sim Earth Classic 1 Meg 
Sim Life Classic” 

Simon the Sorcerer (1 Meg 
Simon the Sorcerer 2° 
Skitchin 

Skidmarks (1Meg 

Soccer Kid 

Soccer Team Manager 
Space Crusade 

Space Hulk 

Space Quest 1 

Space Quest 2 

Space Quest 3 

Space Quest 

Speedball 2 

Stardust Special Edition 
Starlord 

Street Fighter 2 (1Meg 
Stunt Car Racer 

Super Frog (1Meg 
Super League Manager 


Bump and Burn’ 
Civilization 

Detroit 

Exile* 

Fields of Glory” 
Gunship 2000 

Heimdall 2 

impossible Mission 
nferno’ 

ishar 3 

James Pond 2 Robocod 
James Pond 3 

Jetstrike 

Kick Off 3 

Kid Chaos’ 

Liberation Captive 2 
Mighty Max’ 

Morph 

Naughty Ones 

On the Ball League Edition’ 


On the Ball World Cup Edition 


Pinball Fantasies 
PGA European Tour Golf* 
Pink e@" 
Reunion (Hard disk only)* 
Rise Of The Robots 
Robinsons Requiem 
Sabre Team 
Sim e ty ote 
Sim | 
Simon the Sorcerer 
Simon the Sorcerer 2 
Skeleton Knew" 
Soccer Kid 
Star Trek (Hard Disk Only 
Super League Manager’ 
Super Star Oust 
Theme Park 
Top Gear 2° 
Total Carnage 
TEX* 

Twilight 2000° 

UFO: Enemy Unknown 
Wembley int Soccer 
World Cup Year '94 


£19.99 
£26.99 
£22.99 
£19.99 
£22.99 
£22.99 
£21.99 
£22.49 

CALL 
£21.99 
£11.99 
£19.99 
£19.99 
£18.99 
£18.99 
£14.99 
£17.99 
£12.99 
£12.99 
£19.99 
£21.99 
£19.99 

CALL 
£17.99 
£22.99 
£28.99 
£21.99 
£18.99 
£22.99 

£9.99 
£21.99 
£26.99 

CALL 
£19.99 
£14.99 
£19.99 
£19.99 
£22.99 
£17.99 
£25.99 
£26.99 
£22.99 
£22.99 
£19.99 
£19.99 


Lotus Trilogy 


Manchester UTD Premier League’ 


Mean Arenas 
Megarace* 
Microcosm 
Mighty Max’ 
Morph 

Mr Blobby 


Nick Faldo Championship Golf 
Nigel Mansell World Championship 


Overkill & Lunar C 
Pinball Fantasies 
Pink @* 

Pirates Gold 

Project X & F17 Challenge 
Rise of the Robots’ 
Robinsons Requiem’ 
Ruff 'n’ Tumble’ 
Sabre Team 

Second Samura 
Seek & Destroy 
Simon the sorceror 2° 
Skidmarks* 

Speedball 2° 

Striker 

Super Frog 

Super Putty 

Super League Manager 
Super Stardust* 

Surf Ninja's 

TEX’ 

Top Gear 2 

Total Carnage 

Tower Assault 

Trivial Persuit 

Trolis 

UFO Enemy Unknown 
Ultimate Body Blows 
Universe 

Uridium 2 

Vital Light 

Wembley int Soccer 
Whales Voyage 

Wild Cup Soccer 
Zool 


Championship Manager Copmpendium 
Chaos Engine 

Christmas Lemmings 

Christmas Lemmings 94° 

Classic Collection Delphine 

Classic Collection Lucase Arts 

Classic Collection Velocity 

Club Football Manager 


Leisure Suit Larry 2 ar Super Street Fighter 2° 9.6 Zoo £1299  Zool2 
Leisure Suit Larry 3 £12.49 Swiv Zool 2 £17.99 
Lemmings 2 The Tribes 11,99 Syndicate (1Meg 


Links Challenge T2 Arcade Game 3 9¢ “129 BUSINI 
Tactical Manager, England or Italy or Scotianc £18.9 CD3: 


Lords Of The Reaim 

Lost Vikings Team 17 Collection (1Meg Easy Amos £23.99 

Lotus 2 Ten Intelligent Strategy Games Alien Breed Special Edition & Qwak £17.99 Kind words 3 £24.99 
Tennis Cup 2 : Arcade Poo £9.99 Maxiplan 4 £24.99 


M1 Tank Platoon 
Colonels Bequest Manchester UTI 95 Data D ¢ Their Finest Missions r9.S ATR’ £19.99 Publisher £24.99 
Combat Air Patrol (1Meg 


“ . Manchester U rem U £19.95 Theme Park* 2 Banshee £19.99 ; 

Corkers Compilation ey? Manhunter New York 12.99 Thomas The Tank Engine Co £10.9 Battlechess £19.99 ETyl a AIN VENT] 

Crystal Kingdom Dizzy £8 9¢ Manhunter San Francisco 12.99 om Landry Strategy Footba >19.99 Battle Toads £16.99 ; 

D Day Begining of the End > Maniac Manson ¢ nado P22.96 Brian the Lior £17.99 ADI English 11-12-13-14-15 yrs £16.99 
D Generation Mean Arehas wer Assault 13.96 Brutal Sports Footbal £19.99 ADI French 11-12-13-14-15 yrs £16.99 
Darkmere Micro Machines tal Carnage £19.99 Bubba 'n’ Stix £19.99 AD! Maths 11-12-13-14-15 yr £16.99 
Darkstone* Micro Machines 2° , Traps 'n’ Treasures £19.9¢ Bubble and Squeak £19.99 French 10 out of 10 £18.99 
Deluxe Strip Poker 2 Microprose Grand Prix ; 4 Trivial Pursuit $6. OS Bump and Burn’ £19.99 Fun School 4 under 5 yrs £16.49 

® Deepcore Monkey Isiand 2 LEe Chucks Rev Turrican 3 12.99 Castles 2 Seige & Conquest £12.99 Fun School 4 5-7 yrs £16.49 

B Desert Strike’ Monopoly UFO Enemy Unkown 22.96 Cannon Fodder £21.99 Fun School 4 7-11 yrs £16.49 
Detroit Morph Ultimate Pinball Quest £1¢ Chaos Engine £19.99 Kid Pix 18.99 
Disposable Hero Mortal Kombat (1Meg Universe : Chuck Rock 2 Son of Chuck £19.99 Noddy's Big Adventure £16.99 
Dogfight Mr Blobby’* Uridium 2 p12 Dark Seed £19.99 Noddy’s Playtime £18.99 
Dragonstone’ Mr Nutz Utopia £8.99 Deepcor £14.99 Paint and Create (Fun School Spec £17.99 
Oreamweb’* Multi Player Soccer Manager Valhalla *) Sanam @ Hero £19.99 Playdays 
Dune 2° Mutant ype @ Hockey Vital Light 9.9¢ zy Encharted Worids £10.99 
Dungeon Master 2 * 99 Naughty Ones Wild Cup Soccer 17.99 zy Big 6 £9.99 
ENmania Nige Man sell! World Championship Wild Streets 23.9 Dragonstone* CALL 
Empire Soccer North and South Wing Commander £9. 9S Empire Soccer CALL Cheetah Bug 
Epic On the Ball League Edition Winter Camp 24.99 Ex e £19.99 Logic 3 Delta Ray 
Evasive Action* On the Ball World Cup Edition Winter Olympics 12.99 ds of Glory’ £19.99 Quickjoy Jetfighter 
Eve of the Beholder Overdrive Wizkid >9.99 sforce £19.99 Quickshot Maverick 1 
Eye of the Beholder 2 Overlord’ 22 Wonderdog £ rontier Elite 2 £19.99 Quickshot Python 
F1 Championship Edition Perihelion $19.9 World Cup USA 94 18.99 Global Effect £19.99 Speedking Autofire 
117A 99 PGA European Tour Goif* Wembley Rugby League Guardian £19.99 Zipstick Super Pro 
F15 Strike Eagle 2° PGA Tour Golf Plus World Of Legends 1 Gunship 2000 £19.99 Speedmouse Logic 3 
E16 Pinball Dreams & Fantasies WWF European Rampage (1Meg Heimdall 2 £22.99 Logic 3 FreeWheel digita 

Pinball Fantasies : Xenon 2 5.99 mpossibie Mission £19.99 3.5" Disk Box holds 50 

Pirates ‘ James Pond 2 Robocod CALL 3.5" Disk Box holds 80 

Police Quest A 1200 James Pond 3 £22.99 Unbranded 3.5” blank disks x 10 

Police Quest Jetstrike £17.99 Zydec Upgrade NO CLOCK 

Police Quest 3 Q Kick Off 3° £21.99 Zydec External Disk Drive 

Power Drive Aladdin’ 1 Kid Chaos” £18.99 Mouse Mat 

Premier Manager 2 C Alien Breed 2 I Kingpin*® CALL Lightwave Joystick & Extension Lead 

Premier Manager 3 Alfred Chicken 0.99 Labyrinth of Time £17.99 Lightwave Joystick Splitter 

Prime Mover Banshee 16.9 Legacy of Sorasil’ £19.99 Lightwave Co Axial Plug 

Project X (1Meg C Body Blows 9 Lemmings £17.99 


Tel: 0268 725500 e Fax: 0268 590076 amu 


she Jers: |Postcode__ 
10am - 7pm Mon - Fri, 10am - 4pm Sat - Sun sar 
Answering Service at all other times. | 


Callers by appointment only, a. ae | Lae ____ POSTAGE 
All prices include VAT & Postage for UK Mainland. Add £2.00 tp postage price | m/e cena 
for Europe and £3.00 for rest of the world. | ——— cartons SF EGR 

Next day service available £3.70. Please send cheques / PO's payable to: 


SOFTWARE FIRST, 8 BUCKWINS SQUARE, BASILDON, ESSEX SS13 1BJ. 

Pidide dicee autfclans tone fol: checks clanlante Credit cards are not charged until day of despatch. Please state make and: model of 
computer when ordering. 

If you can't see what you want please call, new stock arrives daily. _ + ipiey 

Some titles may not be released at time of going to press. Date: 

We supply only Official UK product. Formats supported include Amiga, PC, ST, Master System, Megadrive and Game Gear. ISignature 
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F17 Challenge (1Meg 
Faicon 
Fatman 


©o © © 
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Fields of Glory 

FIFA International Soccer* 
Flashback (1Meg 

Flight of the Amazon Queen 
Football Director 2 

Football Glory 


nm ro 


mr 


ll enclose a cheque/PO made payable to 
|Software First of please debit my Access/Visa: 


THE ONE JAN 


SERA 


SERA 


CHA OS 


Two years ago The 
Bitmap Brothers 
released The Chaos 
Engine, a strategic 
shoot-'em-up in the 
style of Gauntlet. 
Now the sequel’s 
almost ready to be 
unleashed, and The 
One presents a Work 
in Progress of 
gargantuan 
proportions. Over 
the next few months 
we'll be talking to 
the eight different 
Bitmap Brothers 
responsible for Chaos 
2, as they move 
towards completion 
of their project. And 
if the first two are 
anything to go by, 
Andy Nuttall and 
Matt Broughton have 
a tough time ahead... 
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AX” oF IN PROGRESS 


PROJECT: The Chaos Engine 2 
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“pre hac Rob: Waveho 
(Intelligence. Ba iis 8 
_=Malone-(Graphics); mary Carr 


teow eee 


er, resolve major. design issues,” 


grins Eric Matthews, Chaos Engine | 
2's co-designer, “Like howto get rid ‘ 
of two of the bases ib from the; 


original game.” 
The Chaos Enginé 2.4is*more than: 


just a sequel, it’s a character assas-' 
sination. Literally. Two of the char- +” 
acters, the Preacher and the Thug; : 
have been kicked out; not from. the 
storyline, but: certainly from the: 
active part of the game: Sitting’ in: 
front of us is the preliminary version; :, 
a simple, one-level, playable demo; : 

“We tend:toapproachthe devel-( 
opment of all Gur games by. produc: ; 


ing a mini version of them,’ says Eric. : 


“The idea is)that before we start’ 


everybody developing the different / Simon Knight, looking pretty cool 


parts, like the graphics; sound and : 


programming,-it's.really good to get: 


a very quick feel on WHether the con- : 


cept works or not. What’ wé’ve done | 


with Chaos 2 is:to produce a single: 
with some of the elements : 


level, 
missing from: it, to' give us @'good: 
idea of what the gamé is about: And : 
to test that it plays well. 

“So, where should we start?” Eric: 
looks for inspiration to his design: 
colleague, Simon Knight. Rumour * 
has it that gameplaying competition : 
between the two is so gréat'that it’s } 


not unknown for one to lock himself ; 


in the lavvy for half an hour after a” 


particularly heated game of Sensi;: 


TERETE COCECO COOL CCC Cee eee eee eee eee eee eee eee 


DEVELOPER: The ee Brothers: Simon eet 


hile all the others. do the | 
programming, .. graphics : 
and music, Simon and I... : 


PURE TEOOC COC E COCO CeCe eee ee eee) 
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; despite balancing precariously on a 

small ledge above the icy waters of 

: the Thames. 

eyebrow and just the hint of a smile. 
“Towards the end of the develop- 


Eric, “we Started thinking about the 
sequel. We got the opinions of the 


| upeople who played it; and generally 


everybody thought it was a great 
“game, and worked really well. So we 
‘thought “Let’s take the characters 
across, but do something complete- 
ly. different with them.’ 

‘One of the major things which 
came out was that there was a com- 


petitive element inthe original : 
: the, start of film sequels, just bring- 


“Well, we could begin with thei game, i-e. you've got two characters 


storyline,” he replies; wait a raised? 


‘ih there directly competing for the: 


7" —_ 
ee wf TZ3Q 4S ake 


aarrss 


‘same aims, and it would be good to 
‘focus on that for the sequel. 


“In terms of the story,” he contin- 


: ues, “the way it works is that at the 
‘end of The-Chaos Engine... 
way, did you get that far, Andy?” 


by the 


Oh, dear. Like Sensible, a'visit to 


“the Bitmaps is never simple. You very 
-rarely get a straight answer, and you 
-have the, erm, wee extracted from 
- you, Constantly. Still... 


“For those who haven't seen the 


“ending, like yourself Andy [see?], the 
‘Chaos Engine itself is destroyed,” 
‘Eri¢ explains, “and the Baron, who 
‘created the machine, 
‘inside it. Across goes the Scientist, or 
‘the Preacher; to examine the inside 
"of the machine, ahd hevdiscovers 
that it’s still active, and the Baron has 
escaped. 
‘time, basically; to retrieve some 
‘items that were scattered through 
‘ time when the Engine exploded. And 
‘he needs those items to rebuild it, 
‘you see, in turn to release himself 
‘and then escape.” 
ment of Thé"Chaos Engine,” says ¢ 
‘CHAOSPITALITY | 
‘As’ you-might. expect; The Bitmaps 
-didn’tiset the original ending up with 
“a sequel in mind, and the last.bit 
: was, in fact;made up later. “If we’ 
‘had set it up,” Eric grins, “it would 
‘have taken us far less time to make 
up the story,And it would have been 
‘a lot stronger than the one we're 
-about to tell you! We were: thinking 


is trapped 


[‘M‘ucked] off. Back in 


of‘Having one of those things like at 


‘ing you up-to-daté with what, hap=> La 


s 
= 
Be 
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: 


pened; and just say ‘this was the end | 
. sequence from The Chaos Engine’. . 
_ But we'd probably have loads of peo- | 
' ple saying ‘hang on, don’t remem- 


ber this. bit’. 


“So anyway, he discovers that the | 
Baron has gone. And he thinks, | 
4{/P’ucking} hell, what are we going to ‘ 
do now?’ So; four of the characters go | 
back in time to try to stop;him, while 
the other two stay behind and guard’ 


the machihe, just in case the Baron: 
comes back before the others do. 
“The four char- 
acters go back, : 


-of which you: 
can select two. 
‘0. = compete: 
against _ each 


to 


other, to find: 
the items 
before the 
Baron 
Once you get! 
G m™ back through: 
_\-* time, the Baron appears, and he: 
_ forms a link through the different : 


_~, Stages of the game. He-takes control : 
| of you, and says that one of you: 


must Kill the Other playersAnd-in- 


turn the one that actually does that, : 
by completing the puzzles or traps, 


does. : 


Ps 


“You play in different time periods,” 
says Eric, “so you go from the ; 
Future to an Aztec level, to a : 
Medieval one, to a Japanese kind of : 
thing. Once you've got the correct | 
item from each zone, the Baron sets : 
you up with a new challenge. Until - 
finally you get all the items and you | 
go off somewhere, which we're not | 
going to tell you about. The last sec- 
tion’s a:surprise, you see.” : 


ond player.” While we're on the sub- : 
ject of the computer player, | can’t 
‘be the only one to have noticed that | 
the computer player in The Chaos: 
Engine was a little on the, ah, greedy : 
side. Can I? | mean, every time a’ 
secret exit opened, each time a node | 
appeared he’d be off, collecting | 
everything and shooting everything | 


WORK IN PROGRESS 


: at top speed. Is this artificial avarice 
‘to continue in the sequel? 


“Even more so,” laughs Simon. 


we “Basically, he’s out, to do exactly 


‘y will be more of that.” 


“Generally, the game is played in 


| buildings,” Eric explains. “In the 
‘ buildings there are rooms, obvious- 


the objectives that he sets you, will : aa) 


win the game. So you're in direct 


competition with the other human: 


player. Alternatively, when you're | 


playing the one-player game, the | 


computer takes the part of the séc-. jim 


“Go away, Andy, You still’ can’t play net 


, The Chaos Engine.” said Eric: 
Lyi Matthews, testily: | 


ly,.and within the rooms there are 
' various items which you may or may 
- not need to complete the level. Given 
. that it uses a split-screen, you could 
| be in one room of the building, and 
: | could be in another, trying to do 
' exactly the same things. Or we could 
~ be in the same room, And when that 
‘ happens, we'll meet and we'll either 
' decide to avoid each other, or to kill | 
each other and maybe steal the 
“things that the other person has col- 
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The Bitmap Brothers, typical east: 
end flotsam and jetsam picker: 
uppers. From I-r: Rob Trevelleyau, 
Chris Maule, Steve Kelly, Gary 
Carr, Simon Knight, Steve Cargill, 
Dan Malone. 


lected. Very simple. | suppose the 
ideas behind it come from games in 
‘the past which we've thought 
‘worked really well, like Spy vs Spy.” 
: what you’re trying to do, so there » 
‘tle cloudy, as the interviewers and 
interviewees reminisce and cackle at 
‘great volumes about ‘What a great 
‘game Spy vs Spy was’. Because, to be 
fair, it was. Based around characters 
‘from the US magazine. Mad, the 
‘Commodore 64/Spectrum game fea- 
‘tured a black spy and a white spy 
‘racing around setting traps for the 
other player, and trying to find 
‘pieces of a rocket, Thankfully all the 
laughing and very loud voices calm 
down shortly. 


This point in the interview is a lit- 


So did somebody just walk in 


‘one day and say ‘I think we 
‘should do a Spy vs Spy game’? 2 1 


” 


4 . : d 4 : of 4 ar. 
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ax ae Say ‘Setik thes idea came pa us 
»- talking. ‘about. ‘what » eens: in 
Repeat says Simon, ~ 


abe 


Yeah, that.was a s hor 


the characters, t ; 
stuff ‘was ju: well, we ‘could have 
Bs “done so muth more with it, let's put 
‘ “it that. way. It, was just Si and I,-real- 
“Suppose it just came from 
of'us saying ‘wouldn't it be fun 
you could, shoot the other charac- 
2. ter’. AS simple as that, And then we 
. "started to look at head-to hone two- 
“player games." > 
“ ‘ "Spy: vs Spy was a very sega con- 
— Cept,” adds Simon, “and we’ re doing 
a tot. ‘more ‘here. But. the idea’ that 
you’ re both in these rooms, “and you 
nie cur around trying to collect items, 


‘sand you: can booby-trap chests and | 


“stuff; all that was. a really Sinnie: idea 
“which worked really well.” ¢ > 
oot “Another reference for ‘tha: game 
would! be Super Mario. Kart,” “says 
» Etic. “Not in terms: of gameplay, 
~ because iit’ 5 ! a’racing 
se you. alway; have 
x She. ability to get back from: really 
wad situation, and feel ‘ve gota 
¥ rio Kart you 
you' ve only got 
0; but then you 


know what. ic mean? With. this, you 
~ Might have j nd your ammo, 
a, your" Sey Ba, then 
re ne elena you soe the 
~ beginning and shoots you. u sh 
» that shift between. winning. ando 


ing, and it works really well — ‘that’s 
¢ ‘the kind of feel We seantee frp. the 


recis 
ah Ve 


R , “e's for that reason that: we’ re ai. 


_ . 2 


+ odeiast his’ opponent gets the key,” 
‘ ee Sher "So the losing player 
; always, has a chance to catch. eat > 


- CHAOSTEOPATHY _ 


There’ ‘were two. main. deatures: of 
. Chaos the designers Wanted to bring 


pita) 3 the “characters, : both in. 


_ terms of the way they looked and the 


= “Yea: of . ‘each having: their own | 


> attributes and he 
ich was basically top- 
antay rie ee : 


“tc 


tae lot. “more 
est fhaehiier ani- 


didn't vhave ‘in 
‘the original, 
which “make 
‘the — ~~ back- 

7 Mi graunds 
more. sa interactive; For ‘example, in 


“neath things, but now you can 
pet rsa 9° page things, but 


ge ‘ve added : 


“Chaos” ‘you: couldn't. go ‘under- : 


The Bitmaps in, er, another typica 


ose. Thi 
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me Eric (6th from left) was kind enough to join us, and we man 


aged to get a quick snap of everybody before he buggered off again. troublemaker. 


“In the one-player game you've got a 


full-screen to yourself,” Eric explains, : 
“rather than Split into two. There’s a - 
bigger radar with more detail on it, | 
and pop-up screens — so that if the - 
computer player finds a key, then : 
you'll get a little pop-up window 


with him picking the key up.” | 


you can hide behindawalls. And.you : 


can lean against them; of. course; 


and squash yourselftight up against ‘ie 
them, which is very useful in tight ‘4 


areas.” Er... quite. ; 
ees ANC Not for-: 

iol lee pe Fetting, of; 

course, the’: 


i from 
and 


you 
before," Eric 
enthuses. “So 
you can ambush people: if you've 
run out of ammo, and the other 
player walks on the floor beneath 
you, you can jump.on top of him and 
take him out. Soe it's’@ lot more 
believable in terms of a landscape.” 


has more 
sneaky connor 
tations than it 
first)” ‘seems. 


ly’ behind) ja 
wall, »before 
leaping. out 
and ambush- 
ing the ‘other 


fact that you : 
can how jump * 
yup and down; 
walls, “ 
that’s | 
something | ie 
couldn‘t ) | 
character is,kind ‘of dodgy, because | 
‘immediately you stop moving, your : 
,opponent:can see that your screen | 
‘has’ stopped scrolling, and will : 
“instantly know where you are. How- 
routines are very good in terms,of ~ / 
how clever the computer can be, but’ 


Hiding behind 
bits of scenety | 


Running quick: | 


ever, ifyou'can hide your little bloke, 


:you cafyalso hide a miné.to blow him : 
‘up,’ or something you don’ t-want : 
pte system.wherethéy can find their €) 
i » Of course, thatonly applies for the ; 
.two-player option, because a com- : 
puter player: wouldn't be. sneaky : 


‘him to’ find; like a’key. 


enough to do something like that. 
/Would it? 


‘ple playing each other,” reckons Eric. 
“Any gamewhich has been Besigned 


iJ "You'll neyer )get to’ the stage | 
‘where you can recreate a human | 
Opponent, with the little nuances of | 
play which will come out of two peo- }'/ 


as a two-player, a racing game or 
whatever it may be, is always going 
to be better played against a human 
opponent. 

“Rob [Trevelleyan]’s intelligence 


at the moment we've got a very 'sim- 


L oS 


way around the map, they can tele-»« 


port, and they know where the exit 


18. The stuff we're working on nowis , 
“soithey can avoid you; if they see 
‘ou Waiting in a corridor they'll go 


the other way. They'll have the radar 
as well, so they'll know where you 
are and, go a different route.” 


Sequel’ s levels won't be heaving with” 
enemies. ‘Thé désigners. are being” 


=» « 
ye 
h, 
. J 
' 
b. 
, 
: 
A 
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Unlike The Chaos Engine, the ii 


—wewe =  ~ Ge ee 


more selective this time; preferring : 
to go more for quality rather than: 


quantity. “You could really get away 
with no monsters at all in this game,” 
says Eric. "We want the monsters this 


time to be a further challenge, some- : 


thingwelse to be aware of when 


you're playing. This produces more : 
one-on-one challenges, head-to-head : 
combat rather than ‘Ooh, I've got a: 


big» gun and I'm going to shoot 
things’. The main thing which must 


be retained is the playability between | 
two, human opponents. The other: 


things are ancillary to that, really. 
“Not.all of the 


attack 


will be a num- 
ber which do 
certain things, 


Objects, and 
then when you 
approach 
they'll move them. So they won’t 
necessarily be aggressive towards 
you, they might just hinder you in 
some way.” 

A. possible 


problem,» which 


Occurred. with Spy vs Spy; isthat.the : 
computer -became.too intelligent, : 
and the’only time you actually saw? 
him was at the start of the game. : 
From then, he simply said\‘See ya’,-or | 
something, ran off to, collect every- | 
thing;land the only time you saw him ; 
‘each character, and if you get tele- 


again was by accident. 


However,the Chaos 2-designers : 


monsters: 
you, | 
either,” reveals : 
Simon. “There: 


like protecting : 


WORK 


The human element, if you will, 


which comes into play in Chaos 2 | Fag 


will be exploited by a namber of dif- 
ferent rooms which the players can 


simply drop into. “it’s like a-half- . 
hour-after-work type of thing,” says : 


Eric. “SO while you'll be able to play 


it right the way through if you want - 


to, you can drop in to several differ- 
ent.zones just to have a muck 


around.” And what better way toi4 
spend a half-hour after work, than J 


blasting hell out of your colleagues 


in a futuristic arena? 


have already considered this: “The | 
buildings are split up into smaller lev- : 


els," Eric explains, “and we design 
them so that large areas are locked 


off until the earlier levels are com- ° 


pleted. That way the smaller levels 


become more intense, because your | 


1 raw 


3 nL 


opponent is‘always only. two:rooms 5/98 


or so away from you; and whoever | 


finds the key for the exit, and goes 


through it, takes the other player |] 


with him.” 


CHAOSMOSIS 


The level which we're playing, effec- 
tively the test level, is made up from 


six rooms linked together, The final 


game will not only have bigger lev- 


els, but also different floors that you : 
‘Chaos 2-is simplistic in the extreme: 
‘But although the Bitmaps are intend- 
ing to throw in monsters, pickups | 
galore and a plethora of new toys, 
‘the last thing they want to do is 
: over-complicate it. 


can go up-and down on. Even with 
just six rooms, though, the game can 
become quite complex. 

“This level is very small, but when 
people have played it they've dis- 
covered things which we didn’t 


design to happen,” reveals Eric. | 


"There aré two restart points, one for 


ported you come back to these posi- 


tions. So one [‘d’astard] thing to do ; 


to your mate is to cunningly drop a 
mine onto his teleporter, and then 
teleport him. Not only will he go 


- where he doesn‘t want to go, but he 


will die when he gets there. Brilliant! 
This single ‘completed level of 


“We want to retain the simplicity 
of the game,” says Eric. “It’s possi- 


: ble to make much more of the levels 
_by understanding how they work.” 


IN PROGRESS 


In.a great tradition, stretching 
back to the Bitmap’s original shoot- 


-'em-up Xenon, each of the Brothers" 


games has featured a shop. Power- 


‘ups, new weapons, shields... every- 
thing available, at a price, and suc- 
cess at the game breeds the money 
to succeed further. But Chaos 2 will 
be subtly different: 


“The shop works in a pretty simi-+ 


‘lar fashion to previous games,” 
-explains Simon, “but in this one 
‘you're gaining experience more than 
-anything. A lot more of it will be 


automatic; you'll be granted powers 
for achieving things, so the better 
you play the game, the more power 


» will be given to you.” 


“Thereare preset-things you can 


» have as you reach certain points in 
‘the game,” says.Bric. “So a weapon 
might appear, ahd you can’ buy 


charges to use with that weapon in 
the shop. So you'll have, 1 think, up 


to four or five per character: tele- 
_ ports and speed-ups, all this kind of 
stuff. There'll also be money and 
: treasure,” Hurrah! 


And food, perhaps? 
“Foo-foo-food. From Chaos 17, 


yeah?" he laughs, If you haven't 
- played the original, sorry about that. 
_In-joke, you see. 


Oh. Fine. @ 
NEXT MONTH! 


We'll be featuring the magical 
words of Dan Malone, the creator 
of the excellent graphics in Speed- 
ball 2 and the backgrounds of The 
Chaos Engine. He'll be describing 
some of the techniques he uses to 
achieve that special ‘Bitmap Broth- 


ers’ look, and exactly what he’s 
doing at the moment for Chaos 2. 
Oh, and we'll be chatting with pro- 
grammer Rob Trevelleyan too, 


about his work on artificial 
intelligence. Don't miss it! 


erage Fabio Cicciarelio. 
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Domenico Barba 


(Music) 


I February 1994 
L ASE: December 1994 
number of curiosities sur- 


round Gremlin Interactive's 
| latest game, Shadow Fight- 


er. The shroud of secrecy over the 
’ development, for one; we thought 


the gap between Mortal Kombat II's 
announcement and its release was 


’\ narrow, but compared to Shadow 


_ late November, Grem- 
lin contacted us with 
. news of the game, 
_ which is to be released 


~ Streamlined or wha’ 


,, ow Fighter fact i is that 
: Domenico ' and: Fabio, 


they'd h 
fighter 
_ thought: they could do. ob. so much 


e 


Fighter it was a 12-lane highway. In 


Christmas. 


before 


Another odd Shad- 


Italian pair who 
pr grammed - ‘it, 


“have” néver-made a game. before. 
They simply decided, one day, that 

enough of the Street- 
s and Mortal Kombats, and 


better. O. - 
” The burning, $64, 000 ‘question, 
“though, is whether the game’s pro- 


' ducer, Peter Cook, ever gets any 


~ amusing comments about his name. 


“I do, yes,” he laughs. “All the 


~ time. And you'll be wise not to com- 


ment, unless your don’t want to 
speak to me again.” Hmmm, touchy 


‘eh. Best get on with the WiP, then. 


“And the guys working on the 


-game come from Sicily. So don't 


~ mess with them either!” Peter adds 
_ with a grin. 


- You've seen Streetfighter 2, battle 
_ Elfmania for breakfast, and m 
_ Where do you go now? Andy 
~ pretender | in town. 


And yes, like all good beat-’em-ups, 
you can play the same two charac- 
ters against each other — they sim- 
ply change jacket colour, or 
something. Yurgen (the copper)’s 
special move is to pound the floor, 
creating... er, fire. And then they go 
back to a good truncheon-pounding, 
of course. 


But that’s not where the curiosity 
stops. While Domenico and Fabio 
have been working on beat-’em-ups 
for two years, off 
and on, they only 
actually started work 
on Shadow in Febru- 
ary this year. Before 
then, Domenico had 
to go and do military 
service, and while he 
was there he actually 
wrote a good deal of 
the code on 
paper! No, really. 

“It's true,” Peter confirms. “So he 
was getting all that together while 
Fabio was at home, designing the 
characters and playing all the beat- 
‘em-ups he could. Generally looking 
to see why some beat-’em-ups are 
better than others, and trying to 
incorporate all the best bits in theirs. 
It’s been quite a long process, | think, 
which has come together astonish- 
ingly quickly.” 

Unusually, for a game developer, 
the duo made sure they'd almost 
completed their game before sign- 
ing up with a publisher (Gremlin in 
this case), and hence the short time 
the company has had to put its mar- 
keting force behind it. Technically 
brilliant, the game wowed Gremlin, 


“ that Do 
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“The blood’s an option,” 


reveals Pete. 


“To blood, or not to blood, as it 


were. The developers did a beat-'em-up about two years ago, just for their 
own pleasure, and there was blood in that. It’s not like Mortal Kombat, this 
blood’s just on the floor — you don’t see it splattering around the place. 
The whole floor can fill with blood, eventually.” 


which was slowing down its produc- 
tion of Amiga games, so much that 
it's now confident of bettering all- 
comers — including Mortal Kombat 
ll. Mama mia, eh? 

“They’re using an incredible editor 
for the game,” enthuses 


Peter, “which enables 
them to put in sound oe 
effects, the collision 
detection points, ani- 
mate the characters 5 ‘ 
and get them fighting. 
All from one pro- %E 
gram. It means that 
y 

sticks into the program.” 

Peter turns to speak 
to Domenico: “How long did it take 
for you to write the editor?” he says, 
deliberately. The muffled sound of a 


Fabio is able to con- 

struct the charac- yo 

voice speaking in pidgin English sug- 
ico is trying man- 


ters quite quick- 
ly, and pass a file to 
Domenico which he just 


fully to communicate with Peter. 
“Right. Apparently it took him two 
(duo) months, while doing military 
service (servizio), to write the editor 
on paper, and then a week to actu- 
ally do it on computer. I'm amazed, 
if that’s true. That's incredible.” More 
muffled voices. “Oh, he says that he 


finds it incredible, too!” he laughs. 


A ROMAN 
KNOWS 


There’s only so much 
that you can find out 
~g by talking through an 
interpreter, so the Italians 
bravely agree to talk to me 
directly. “Nice, er... nice to 
know you!” Domenico 
exclaims, with a grin that 
| can almost see despite 
him being a hundred 
miles away over a telephone line. 
Good start. Where did the inspira- 
tion for Shadow Fighter come 
from? “We bought Streetfighter 2 
on the Amiga. It was possible to 


- 


make Streetfighter 2 on the Amiga, 
but no-one really tried to make it. 
So we thought ‘Why don’t we try 
to do better?’ and wrote some rou- 
tines to do another beat-'em-up, 
better than Streetfighter 2. And, 
we did. 

“We thought the best way to do it 
would be to keep the frame rate up, 
so we decided to use 
just seven colours.” 
Hang on, is that seven 
colours in the fore- 
ground, or the back- 
ground? “Yeah, the 
foreground and back- 
ground,” he replies, 
cryptically. “It uses 
the copper to change 
the colours, so we can 
have many parallax, and many, er, 
colours. Like Lionheart.” Ah, | think 
what Domenico’s trying to say is that 
they used seven colours for the two 
characters, and then used a similar 
technique to Thalion’s brilliant-look- 
ing Lionheart game to achieve loads 
of colours in the background. 

“Then using seven colours we 
have, er, much memory,” Domenico 
continues. “We have enough memo- 
ry to do about 150 
frames for each 
character. Then we 
have about 25 
moves, and about 
80 different anima- 
tions, also for each 
character. So now 
everybody can 
know that Street- 
fighter 2 was possi- 
ble to do, but no- 
one really tried.” 
You have to admit, 
despite the enthusi- 
astic near-English, 
that 150 frames of 
animation — with 
characters this size 
— is pretty damned 
impressive. Because they're both 
games players, they know exactly 
what they would want from a beat- 
‘em-up. 

“We have played many console 
games, the graphic artist more than 
me!” Domenico grins. “We've also 
played lots of Amiga games, because 
we like the Amiga. It’s a very good 
machine, and it’s easy for people to 
start programming on. 

Not content with producing a 
technically impressive, and very 
playable game, Domenico wanted to 
go one stage further and really blind 
people with an incredible list of fea- 
tures in Shadow. | mean, forget side- 
ways-scrolling parallax; this thing 
actually parallaxes up and down 
when you jump, too! 

“Top to bottom, yes,” he agrees. 
“Every parallax has different speeds, 
in either horizontal or vertical axis, 


WOR K 


and each background has parallax on 
it.” It all sounds pretty damn com- 
plicated to me, but when | asked 
Dom if it was a problem for him, he 
just replied, casually, “No.” Modest- 
0, too. 

“Okay, | tell you the story from the 
beginning. We started, two years 
ago, a beat-’em-up. But when we 
were finishing the beat- 
‘em-up, Body Blows was 
finished too — but our 
game was too close to 
it. Then we decided to 
drop the project, and a 
month later | had to 
start military service. 

“In that month, | 
think about a new beat- 
‘em-up with a dual-play- 
field system. So | say to Fabio 
‘please, make characters with only 
seven colours’. And he said “you are 
crazy! It’s impossible to do in seven 
colours’. In the year after that, 
though, | started on the code and on 
the moves, and Fabio started the 
parallax and the characters. 

“Then, when | finished national 
service, we started to work. Now, we 
are here, and | can’t believe that we 


have a good 
game, a good 
editor, and a 
good... every- 
thing. Some- 


times, we look 
at the monitor, 
and we say ‘it’s 
impossible!’. 
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king in Italy at the moment, 
ter, “and we've recorded al 


iho’s done all the 
he effects in-house.” 


"There's a musicia 
music for Shadow, 


Below: While BT cers square 
up to the opponent, desperately try- 
ing to psych out the opponent, 
Genie Ali Kudu appears out of his 
bottle at the start of every round. 
Bit of a cheat, really, using spectacu- 
lar theatrics to put her off; but then 


Because you cann@msee the dual 
playfield. And you d6n’t notice that 
there are only seven salpusaator the 
characters. An artist said to me 
recently ‘you’ve done really well 
using 16 colours’, and when | told Ht you've got 
him that there ar seven it... 
colours, he crashed down!” me i. 

It's blindingly obvious <j Ss aaaviiins . 
that Domenico is excited : DE sweat ey es 
and proud with their ——- 06 | OS 
game. To be fair, his 
English is quite 
good, but it’s made 
even more under- 
standable because 
of the enthusiasm 
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“I can put a different background into the game in one morning,” he explains. “I only have to put in the pieces 
of background, and choose the speed. So that’s why | say it’s not a problem. it’s not modest, and it’s not 
immodest. It’s very simple. | am not Superman, | am a poor crazy coder!” 
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he has to talk about the cre- 
ation, of Shadow Fighter. 


; 
aye 


K 


ae “A few weeks ago | bought an 


44000, because when we got the 
~ contract with Gremlin we needed to 
work as fast as possible to get-the 


some out for Christmas. And | had 


i Capone is also into 


_ 


*, “past?” he responds to my first 


bea 


» “thing with that | drew was « 


a ‘coin-op 
ce, “$0, then | my. quéstion w 
igomakes: a good beat-‘er 


things: pe d to take the best 
 <things ontovot La 
Rec Something ich you don't find 
“-in'many beat-' secnedinatte, 
Fabio} j Ja toate ayfield — which — 
enables the de er tod id'in a'sep- — 
~ ayate backgtourid: which Includes ~ 
» animations. Which -th eS 


he mor 
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"Everybody ‘makes:games 


{to develop it for the AGA machines 
“too, you see. It will be the best game 
ever for the A1200.” 


PEN 
- UMBRIA : 


hatting with the press, 
i e. me, because neither is 
~ “used to publicity and 
~ they’ re enjoying being in 
: OS while they can. 
» "What | have done in the 


: 


“question. “Nothing. The first 


~ the original beat-’em-up_ with 
"Domenico. But no other things. 
"played every type of beat-'em- 
opt ere isin the world. | played on 
_ Super Ms, on. Mega Drive, on Game 
that the 
“Op was Street Fighter 
“what 
p?’ And 
y do people enjoy p aying them? 
p are so many | i tle,. very little 
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“dual playfield, ” says Fabio, with 
e'than a hinit of generalisation. 
Ebirat nob few Amiga program: 
omer: ‘use dual playfields — Lion-— 
“| heart. and ‘Chuck Rock. are two 
“exceptions, ‘but it's just. Fabio being 
modest. Again. “But nobody makes - 
- abeat- /em-up like that,““he-contin- 


3 “ues, “because the sprites are very 


t 


game used. 32 colours, ‘but it real- 


* lyimpossible to make a good beat: 
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big. And with only seven colours for, 
a ~~ both sprites, its too hard 1 to make 


. Something that | - 
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» look, like a cartoon, 
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you can't enjoy a beat-’em-up wit 
hardly any moves. And because 
had so much memory, we'v 
ed up to six or seven special mov 
with each character. 
acter, the Shadow Fighter, has se 
special moves. It spueds incredible, 
but it’s real.” 
The problem which has dogged 
Amiga beat-’em-up creators in the 
past, the curse of the on Shed 
tjoystick, also caused problems in 


Shadow Fighter. 
thengame 


“Creating for 
one button hard,""con- 
cedes saiittwtive dansde 
Street Fighter 2, for exam- 
ple, uses Six buttons. In 
our game you ucan make 
moves with™all direc- 
tions of tH® joystick, 
whether you are in the air, 
on the grouse: crouch- 
ing down. Everywhere, if you press 
the button, you can make moves. 
The control was a thing we started 
before anything else, it was the most 
difficult part. Because if the control 
is no good, neither is the. game.” 
Good point. @ 


Right: Shadow Fighter's story goes 
something like: a boy, Kioyu, wants 
to become a living legend despite 
his high status in society. One day a 
shadow appears, leading him into 
darkness and handing him a sword. 
His betrayal of Good Things causes 
other Samurai to despise him, and 
the ‘keeper of the abyss’ sends a 
number of his little 
helpers to fight 
_him to the 


‘The o hakecter selection screen owes 
ote than a little to... er, a certain 
me. Characters at the top, 
ountry location in the centre, and 


hibe close-ups of your selection at 


“very few moves Like'Elfmania,. - the bottom. The spinning globe in 


‘the middle is an impressive touch. 


Yurgen, the policeman, has this rather interesting move where he tries to 
insert his truncheon ‘up’ his opponent. And it works, too. The girl in the 
background is, | believe, and example of what is called a ‘dual playfield’, 
where animations can be displaVed in two different planes. Clever. “Lots of 
games use dual playfields,” seca stit  thack “but not many beat-’em-ups.” 


Below:"We have a PC and Amiga to 
develop with. | worked for one year 
on an A500 plus, with only one flop- 
py. it was hard!” exclaims 
Domenico. “Now I've bought an 
A4000, so it will be much easier from 
now on.” 


Left: The building site level shows just how < com- 
plicated the parallax layers can get in Shadow. As 
well as the Statue of Liberty and the builder (who 
looks suspiciously like a character from Frontier) 
layers, there's also the main fighting layer, and 
the huge chains at the front. Complex, huh? 
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Karhim (spelt wrongly, surely?) stars in his own little background; the bas- 
ketball court. His special move, unsurprisingly, involves flinging a basketball 
at the opponent — and occasionally, he even gets it in the basket. A clever 
touch, apparently, because the backgrounds normally don't get involved 
with the action. Or something. 
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Pizza Tycoon 


In-house: Steven Hand (producer), 


is days of voitihe ‘Matt Broughton was a 


_ Singing cook in a pizza restaurant, eating more 


” han he sold. Who better then, to look at 


- MicroProse’s forthcoming Sim-Pizza offering? 
(Just as long as he ties his goatee back, eh readers?) 


22, CA 


4  izzas seem to be all the rage 
. y at the moment. Marvin has 


just had a | marvellous: “adven- 
. oh bug- 
‘ger! | can’t actually think think of any 


others. Shame that, eh? And it 


s. Oh well, never mind. So, er, 
on thens. es, 


Plaza. 


Prose’ 5 forthé¢oming- Pizza Tycoon 


a ‘may be ssimpl 
compli 


ne, but, rather 
Iso nclu udes ' many 
The straight line is that it'sa 


edly, a 


- thin 
slightly tly tongue-in-cheek business 


J 


simulation game, where your task i is 
c to open and successfully manage na. 
chain of pizza restaurants. However, 


within that basic description there 
care tons of things you can do, from 


actually making pizzas on the screen 


- and creating your own recipes, to 


furnishing your own restaurant, hir- 


‘ing staff, setting wages, firing staff, 


buying adverts on TV, on Bosters, 


blah, blah, blah... 


"You get'to see all this c on screen, . 


y explains: Pizza’ Tycoon’ 's producer, 
~ Steve Hand (the main man behind 
“4 MicroProse’ Ss Impossible Mission 


~ 2025 too, incidentally), “watching all 


the different TV adverts with their 
animations, and going through all 
the posters available.” The detail 
goes even further when it comes to 
furnishing you restaurant, being able 
to choose from specific chairs and 
floor coverings, not to mention the 
many ingredients you can furnish 
your DIY pizzas with. 

“When it comes to running the 
business, there’s also the shady stuff; 
the double-dealing underworld 
element, where you can use a 
number of joke weapons to try 
and put your rivals out of busi- 
ness — putting mice in their 
kitchens, that sort of thing. 
There’s also the usual money 
management side of things; 
having to actually buy or rent a 
property, going to various brokers, 
raising money from banks, taking 
out insurance — there’s a lot. You 
name it, it does it. But as | say, the 
tongue is kept firmly ‘in cheek’ 
throughout.” 

Having originally been a German 
game, are we likely to see some of 
the strange quirkiness evident in 
such recent foreign offerings as The 
Clue and Burntime? Steve answers 
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When you come to decorate your restaurant, you view 
” things through this screen, also being able to scroll into the 


kitchen. You can page through selections of floor tiles [inset], 
chairs etc. until you're happy with the choice of decor, and also check on 
how popular your place is, not to mention how your competitors are doing 
things. Or, of course, if you’re trying to sabotage them. Heh he he. 


most definitely in the positive... 
“Oh yes! Wait ‘till you see it. In 
some ways it’s a typically German 
product, in that it’s packed with 
stuff. There really is so much to do, 
and so much you can tweak and fid- 
dle with, you can actually play it in a 


You’ ve got three levels of zoom with this map; and at the start of the game you need to scroll around it looking for 
likely locations, You can also use this map to enter other peoples’ restaurants and see how they’re doing, as well 
as use a schematic to highlight specific types of property (e.g. you might want to locate near a high residential 
area or a school because, well, kids ‘n’ pizzas — they love ‘em!). “It’s also good for visual feedback,” suggests 
re Oh reer That too. 


number of completely different 
ways. There are a couple of guys in 
Quality Control who'll do something 
sensible like open a pizza restaurant 
and hire staff, and then there are 
some who seem to spend all their 
time dealing with ‘The Mob’.” 


GIVE PIZZA CHANCE 
Ah yes, ‘The Mob’. Didn't mention 
that, did 1? Well, if you don’t partic- 
ularly fancy playing things in the 
‘normal’ way, you can get connected 
to the local mafia and build up some, 
ahem, ‘extra funds’. “There are all 
sorts of things you can do for ‘The 
Mob’; picking things up, dropping 
things off, taking out loans (which 
can cause all sorts of problems if not 
repaid) but there’s nothing violent. 
There’s no ‘rubbing people out’.” 
The game is played against an 
internal clock that acts effectively as 
a ‘day’. You can call sunset prema- 
turely if you finish everything you 
want for a day, at which point your 


2nd Hand Teppiche 


price: 1,- per tik 
368, - 
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As Steve 
has 
explained, 
the game is 
constantly 
marking you for 
your efforts. Here, 
after spending ages 
setting up your restau- 
rants, hiring staff, design- 
ing pizzas, and tons of other 
pizza-related things, you finally 
get to find out what the public think 
of your menu. Doesn't look incredi- 
bly promising, does it? Still, early 
days yet. 


Menu 
acceptance 
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performance is evaluated in all sorts 
of different ways; such as how much 
money you've made and how many 
customers you've attracted. 

Should you feel particularly 
proud of a pizza you've made, you 
can enter competitions where it’s 
compared with creations from other 
restaurants. A jury assesses the qual- 
ity of your entry and, if you do well, 
will recommend you, thus 
increasing your customer 


bring more people in. You get loads 
of feedback on demographics, with 
things like how people perceive the 
quality of your pizzas, your restau- 
rant, and your staff. You can modi- 
fy factors to your heart's content.” 
There’s nothing that immediately 
springs to mind when looking for 
comparisons with Pizza Tycoon, but 
| reckon this is so often the case 
with foreign designs. Steve 
—_ concurs... 
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tively, how relevant to 
your success are the pizza | 
designs? 

“The program’ does 
check your pizza quite 
closely. In the manual there's 
actually a recipe book with colour 
pictures of the basic pizzas, and if 
you want to produce these, you 
have to try to get your pizza as close 
as possible to the one in the book. 
However, though that will get you 
very good marks, you can get a spec- 
tacular score by creating your own 
versions. Conversely, | once made 
one which had a pizza base, and an 
uncut, untouched, unmodified clove 
of garlic (unmodified? — Harry.) sit- 
ting in the middle of it. | got a score 
of 0000. My crapness was reward- 
ed.” Indeed it was. 

As well as marking your pizza 
designs, the program monitors the 
way in which you decorate your 
restaurant; your choice of tiling, 
your choice of carpet etc. 
“it’s usually tied into 
expense as well, so though 
the better floor coverings are 
more expensive, if you get 
the decor right, you will 


base. So, | ask, evant to (ff ‘ ) 
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=a —oor«s computer games. They 


» “I'd have to agree with 
that. It’s hard to say, but 
certainly it’s typical of 
German designs, whether 

that’s with board games 


seem to find these niche subjects 
and somehow make them work. Per- 
haps it’s because they look for sub- 
jects which don’t depend upon vio- 
lence. When we first got Pizza 
Tycoon, there was definitely an air of 


This is a measure showing the quality of your pizzas. It takes into account 
your pizza toppings, how good the chefs are, if there are any insect prob- 

lems in your kitchen, and the quality of the oven. (And | thought it was an 
igloo!). 
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\ their general statistics. There are points in the game where you get feedback and public opinion 
on customer preferences, and with pretty much everything you do having an effect, your staff 
need to be chosen carefully.” (Personally, though, | don’t think I'd trust a waiter with a beard. 

} Not after seeing what Matt keeps in his — Andy.) 
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“If you actually 
want to buy some 
advertising, you can cycle 
through various posters at 
varying prices,” says Steve. “The 
computer will take the amount 
advertising into account when 
calculating the amount of cus- 

tomers you get. Along with 
everything else of course!” Note the 
. ‘largely bosomed’ lady. Those crazy 
Gave Germans, eh? 


bier “this!’; be ‘it's what i isn’t. There were certain graph- 
Rok aN ot ics which were a bit too sexual for 
paler, well, you izzas!" > _-England and America, so we had to 
“ -Perha ‘that's. eer arm. of yer modify those.” You might be won- 
© foreign game: hmean /they're viffer- dering how you'd get sex into a pizza 
~entaren't: t they? ying | game, but I’m reliably informed that 
. as. ‘Sa- la-mi,'go tet Pizzas, youvare. if anyone can get the gratuitous use 
“—e southged ‘to become part of the of breasts into a game, the Germans 
ahien ab intimate Scale, (as -can. God bless ‘em. 
“wih The lve), d argiatigttsean “There are a lot of satirical ele- 
vier. tog ‘involved: in: “the game. | “ments in the game, a lot of use of 
; Re from. ‘the .q y .con- “ politicians and German celebrities, so 
, “troller has been n: very. good += peo-. those had to go, along with general 
‘pe really do Eades enjoy it.” names and text — just trying 
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to a British market 
\ really. We also made 
a few changes to 
the game play; 
speeding things up 
in certain places or 
altering the icon sys- 
tem — simple things.” 
The game’s view is most- 
Tooeon, 'y made up of static (but still damn 
ub ot hee attractive) screens, but on closer 
A500 »inspection touches of animation are 
a fair sprinkled throughout the game. 
og “When you speak to bankers and bro- 
-_Kers, their heads are animated, little 
ica drive around the town, full TV 
7 sequences can also be 
takin ‘watched — that sort of thing. Need- 
r mane ‘less to say, it’s all very, very nice. 
‘tHopefully! @ 


< iat from the start you have access 
_ to a fair old selection of foodstuffs 
‘to use on your pizzas, but can go to 
+. different suppliers throughout the 
*~- game. The only problem with this, 
~ however, is that the quality of the 
aa supplies, and how long it 
, lasts will vary depending 
upon how much you 
pay. Obviously, if you 
go to a cheap supplier, 
you'll get all sorts of 


So tala do you fancy on your pizza? You've got four categories to choose from; namely 
veg, meat, fruit and herbs, and a wide variety within each of these groups. You can be as 
straight or as complicated as you want when creating a pizza recipe, but think about how 
likely your customers are going to enjoy a beef and apple topping. With extra egg. Blerg! 


“When you come to look at TV campaigns, you can sit back and choose 
which advert you want to buy. Similar to the poster adverts only more 
expensive, these will increase your customer turn-over.” 
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During atour of Japan and the Far East, 
Shaq is mysteriously 
transported into another OR: 


dimension while leafing 


through an ancient book on martial arts. 
In this strange new world Shaq is pit against eight, 
intensely competitive, fighters each with amazing 


fighting and magical 


abilities. As Shaq.defeats "54 


his opponents he slowly 
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learns that they are, in fact servants of an evil 


warlord trapped in another dimension. = 


OCEAN SOFTWARE LTD =; 
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- Jason Riley, Jon Baker (graphics); 
Tony Heap (additional graphics); 
Mark Rafter (graphics direction); 


Richard Joseph (music and effects); 
John Lemming (map design); Mar- 
tin Oliver (words); Rickey Costas 
(Intro and Outro Sequence); Steve 
ees Murphy (QA); Chris Homer (pro- 
ducer). 
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February 1995 


IN probably . 
“remain a talking} point i inthe — 
\ntiga 's history, ‘simply bétause- it 
s the. first real CD32"-pr oth ct. : 
ne people thought is was great 
2 “some. people: expected. more fe 
“from a cD title, and others weren't 
3 “Sealy” too-sure What. they thought. / 
-Well never mind all that (funny; | was: 
st “about: to say. the same — Harry.) 
é comes ‘Son Of Diggers’. /accom- 
me by its author, pre Jrammer 
% and, if you will, biological fa ather, Mr & 
“Toby Simpson. So; er, what's. this 
“new game’all about then, if that s 
“not tod vague a question? <). - 
"Well, Extractors is about the ‘olan 
My: 2g: Er, and yes, it is a a wague 
2 * gugstion because ‘there > are about 
> > eight: different answers..\t's:realty 
tuation that's: “arisen on 
bn arg, and. you, the player, are there 
orm a mission, . The game itself 
based, with a big story.” 
i there is.. 2). Be On? 
ened 
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Because of the number of floating 
ands in Extractors, Toby has been 
able to put a good number of differ- 
ent scenarios and graphical styles 
into the game. | don’t know which 
land this is, but it certainly looks as 
though it ought to be made of 

se. In fact, isn’t that a mouse at 
the top? Hmm, not too sure on that 
one. Can | come back to it later... 


“years after nas meh a 
“tine. of Diggers, a race of creat 


S: ~ Beret evolved: for thé job of dig-”* 
‘ ging. appeared f from a distant planet, in 

ently employed by » dee yer) but the ZMTA did have one 

the ZMTA’ to ‘extract’ AOS SASS: other option — the floating lands of 

ortunately,) Zarg. A-ha. 
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out t a weakness, and within a few 

uttoa all of the low to medium 
depth mines had been exhausted. 
e cost of further digging was 
sing as the mines went even 


Yes, something we've never heard 


as 
CY - 


Right: Purple 
purple every- 
where, but not 
a drop to, er... 
well | don’t 
know actually. Yes, more in-game 
screen shots, all looking extremely 
attractive. As you can see, Toby has 
included far more contraptions to 
play with in Extractors, although that 
skeleton beast in the middle looks a 
little bit familiar, wouldn't you say, 
Diggers fans? Oh well, it’s not my 
game. Mr Simpson can do whatever 
he fancies as far as I’m concerned! 


about until now, (though fans of Yés 
and the artworks of Roger Dean 
won't ‘have much of a problem in 
imagining the sort of thing We’re 
talking about here) the Floating 


Lands are in facta far older part of 
Zargonian history than we've been 
party to. About 6000 years before 
Extractors (and therefore some 5850 
years before Diggers) a peaceful race 
of intelligent beings called the Flinarj 
were forced to retreat to their capi- 
tal city following an attack from the 
violent ‘Quarriors’ (remember 
them?). To cut a long story short, to 
get away from the ‘Quarriors’ the Fli- 
narj invented 
an enormous 
machine that 
allowed huge 
chunks of land 
to float above 
the atmo- 
sphere. They 
used this to 
raise their cap- 
ital city and 24 
other land masses into the sky — 
land masses that are now extremely 
important to the ZMTA. So, in order 
to get to these floating lands, the 
ZMTA invented their first flying 
machines along with a whole host of 
new mining gadgets, including hom- 
ing missiles and flying explosives. 
However, their activity was being 
observed by the Flinarj, and they 
deserted the floating lands to retreat 
to their capital city, hidden safely 
under an enormous shield. This 
shield is powered by twenty four 


generators, one on each of the float- 
ing lands. Yes, you can see where 
this is going, can’t you... 

“The player has to go from float- 
ing world to floating world,” 
explains Extractors’ programmer, 
Toby Simpson, “finding and deacti- 
vating the Flinarjian shield genera- 
tors while, at the same time, suc- 
cessfully mining enough fuel in order 
to get to the next land. Of course, if 
they want to use any of the great 
gadgets on offer, they also need to 
mine for jewels to sell.” ’ 

So, er, just like Dig- 
gers, then? 

“Well | don’t 
want to sound like 
I'm slagging off Dig- 
gers because | actual- 
ly think it was okay, but 
you didn’t have to explore the levels 
at all — you just found one big area 
of earth and dug. That isn’t the case 
with Extractors, because if you just 
dig, you won't find anything. You 
can actually now see where the jew- 
els are by the colour of the rocks — 
they havea slight tint, so we’ve been 
able to place the three components 
(the fuel, the jewels, and Flinarj 
machinery) in the far corners of the 
level, thus giving the player a reason 
to explore each land. This means 
we've been able to place all of the 
enemies and the creatures specifi- 
cally, making good puzzles on the 
levels. This makes them more inter- 
esting, knowing that the player will 
have to explore them.” 


EX-TRACTOR FANS 


The fact that each level is now 
designed — as opposed to the ran- 
dom creation in Diggers — has 
meant that very specific strategies 
have been put into each game. 
Whereas you could quite happily 
plough away without worrying 
about any of the extra toys in Dig- 
gers, now you'll have no option but 
to utilise them if you want to get 
through certain puzzles. 

“It's now an arcade-strategy- 
adventure. The monsters will never 
act in the same way, because they've 
now got a very nice intelligence 
attached to them — they can actu- 
ally be nasty and unpleasant and get 
in your way. I’ve got quite a complex 
artificial intelligence engine now, so 
that the monsters are a more inte- 
gral part of the game; chasing you 
through certain parts of the level, 
and forcing you to make decisions. 
In Diggers, the intelligence wasn't so 
important because the monsters 
were just getting in your way. You 
weren't forced to explore, so it was 
more a case of them just being an 
annoyance should you come across 
them, as well as providing some 
competition. 

“The equipment in Extractors is 
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much better chosen because we 
know from the outset exactly what 
the player’s going to have to do — 
the range of equipment has been 
chosen to match those goals. You 
don't necessarily have to use it, but 
if you don’t you'll only make life dif- 
ficult for yourself.” 

You have access to all of the gad- 
gets from the very start of the game 
(as long as you have the money to 
buy them. Er... which you won't), 
and though you won’t need them to 
start with, it will make things nicer 

for you. In practice, you only 
th am need explosives for 
Bb 2 each of the early levels, 
simply because you'll 
need to blow up the 
generators. 

So, though not wishing 
to aggravate young Toby, | 
~ have to ask to what extent is 
Extractors simply a Diggers 
sequel? 

“I'd like to steer clear of that even 
though, much to my immense dis- 
tress, | can see that that’s how peo- 
ple will look at it. I'm still pleased 
with Diggers — we had to perform a 
miracle in a very short space of time 
for Commodore, with very little sup- 
port. It was very difficult indeed, but 
looking back on it; think we did the 
very best we could in the time we 
had, and it was generally well 
received. I'm hoping people will see 
Extractors as a separate entity. It's 
not a sequel asin, say, Populous 2 
was to Populous — P2 just had more 
bits in it. Personally, | really enjoyed 
Populous but didn’t see much 
point in P2 because there 
was really nothing new. 
Extractors isn’t like 
that at all. | mean it 
shares the same 
world and shares 
(to a certain extent) 
the same visual 
style, but it’s not 
just a digging game 
anymore. In fact, ona 
couple of levels, you 
have to dig almost bug- 
ger all. It's much more map- 
orientated, more exploration ori- 
entated, there is a defined goal and 
the player knows from the offset 
exactly what they'll have to do.” 


EXPELL AIR? 


Some of the ‘irritants’ in Diggers 
have been taken out for Extractors 
so, for instance, whereas in Diggers 
you couldn't always trade in all your 
jewels, now When you enter the 
shop area, all of your gems are auto- 
matically credited without you even 
having to think about it. “Some of 
the sensible, constructive criticisms 
that came out from the press have 
been considered and incorporated 
into Extractors. We wanted to maké 


sure we didn't fall into any of the 
traps that were pointed out before.” 

Toby expresses extreme surprise, 
not to mention relief, that Extractors 
has been one of the smoothest 
games he’s ever written. “It’s quite, 
quite odd. I’m expecting something 
to go horribly wrong any day now!” 

The only real problem encoun- 
tered with the programming has 
been fitting it all in the CD32. “Mem- 
ory wise, the machine’s only got 1.2 
Mb free when you load it all up, so 
it's a nightmare. Extractors pixel- 
scrolls, which Diggers never did, and 
in order to do this you need astro- 
nomical amounts of memory. I’m 
quite pleased with that aspect of the 
programming in view of the amount 
of processing that goes on inside 
Extractors (not like a platform game 
where there's very little processing 
involved — it’s all visuals). Extractors 
has an Artificially Intelligent engine, 
object handling, and all the process- 
ing for when a creature is off-screen. 
Just because a fight isn’t going on 
on-screen, that doesn’t mean it’s not 
happening — it is. So there’s an enor- 
mous amount of processing, but I’ve 
still managed to squeeze it all in and 
leave enough room for the pixel 
scroll and parallax background with 
lots of copper stuff.” 


Circle: This, as you may have noticed, 
is a picture of, er... someone. | don’t 
actually know who it is, and consid- 
ering | also forgot to ask Toby about 
it, there seems very little point in 
printing it. Then again, what with 
deadline approaching and Andy still 
showing no signs of know- 
ing what's going on, 
i'd probably best 
just include it 
under the head- 
ing, ‘Probably 
something 
from the 
game’. Do 
you know 
this man? 
keep ‘em 
peeled. 


To put Extractors on any of the 
other Amigas would, according to Mr 
Simpson, not only be impractical, but 
impossible, not to mention uneco- 
nomical. “Diggers could never have 
run on an A500 because there’s just 
too mutch processing going on. With 
such a huge map and so many 
objects having to be processed — 
even when they’‘re off-screen — it's 
a very awkward situation for pro- 
grammers to be in. Extractors will be 
CD32 only, but having said that, it 
will be compatible for anyone using 
an A1200 or 4000 with a compatible 
CD-ROM drive.” 

Toby assures us that we'll not be 
visiting the planet Zarg again, even 
though it seems to be building up 
quite a history for itself. Although he 
does at one point add, ”...well, you 
never know.” Hmm. Thought you 
might say that. And finally, consid- 
ering you're a Millennium boy, do 
you like Mr Blobby? "Do | like Mr 
Blobby? Oh god, I'm the wrong per- 
son to ask because I'm one of the 
few people that seems to like it. | just 
think it’s so unbelievably stupid that 
it’s really good fun. In fact, I'm one 
of these sad b’stards who's got a Mr 
Blobby fridge magnet.” Oh dear. 
And, er, on that bombshell... it’s 
time to put the phone down. Very 
firmly indeed. 
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Above: Hello! This all looks rather 
sexy doesn’t it. | admit that it all 
looks quite Diggers-like, but am 
assured by the man who knows 
(A.K.A. Toby) that the game play will 
take this far, far away from simply 
being a ‘Diggers 2’ offering. Nice ici- 
cles eh? 


How do you fancy an enormous lump of rock flying through the air? Well, it 


may not look like much, but as far as the Zargonians are concerned, it’s 
more valuable than gold dust, not to mention less likely to blow away 
on a windy day. There are twenty four of these little darlings to work 
your way across, so get yourself a good pair of walking shoes. 
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ANDY NUTTALL 

Hailing as he does from a pid 
dling, conquered country, fetid 
with the smell of Cliff Morgan, 
Andy will be spending most of 
Christmas with his family choir 
and a_ selection of thei 
favourite livestock. It's sup 
posed to be a secret, but Andy 
has applied for the post of Tal 
low Boy to the Chief Druid, which if he’s successful 
means he'll spend New Year's Eve on Salisbury Plain. 
Apparently they stand naked in a pool of leek soup 
and wait for the woodcocks to cover them with 
dead beetles. 


MATT BROUGHTON 
Matt's all excited because he’s 
going to be appearing on Top 
of the Pops Christmas Special. 
in Denmark. Yes, finally, old 
teasle-face has made it big, 
‘Pastry-Side’, and will be jet 
ting to ‘Der Grojchen Horn’ 
and swapping goats cheese 
with the cream of Denmark's 
pop industry. Migga Magga 
Mogga will be there, and Matt can‘t wait to 
exchange roll-mops with the man who penned the 
immortal Brijnging Home de Bajkon and the 70's 
mega-smash Herring Me Softly (with his sponge), 
Copenhagen’s very own Skjoppie! 


HARRY ATTRILL 

Haz doesn’t hold with Christ 
mas, believing it to be a papist 
orgy of burping and snogging 
when it should be a time of 
the most marvellous misery 
with lots of lovely kneeling on 
icy stone floors and plenty of 
tepid baths. Our grandad has 
recently opened a home for 
Eroded Drumlins just outside Stockport: “Everyone 
knows that post-glacial features feel the cold weath 
er particularly badly — and what does this callous 
government do? It slaps VAT on all morraine 
deposits made before the Third Ice Age. It's very 
probably the work of Satan” 


JO WINSLOW 

Stop trying to look like baby 
things to make us agree with 
you, Jo. Christmas ts not a 
time ‘to tell him how much 
you love him with Old Spice’ 
or yet ‘an occasion all the 
family will treasure with 
Kodak’. It is a time for drink 


ing and eating, and filling 


your tummy up to the sky 
with potatoes and turkey and gravy and BREAD 
SAUCE before puking voluptuously into grandma’‘s 
raffia-work knitting basket, staggering back and 
watching the carroty bits ooze out gradually 
between the weave. And that’s just for you girls! 
Boys have to do it blindfolded, carrying a moun 
tain of beer. 
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strange, smoky land, goede out the evil of Shao Lin. “After work- 
ry,” he says, confidently, “this should be a piece of cake.” 


S a journalist, and a games intended) from the computer press 
A fanatic, | often find myself and a severe panning from the 

trying to convince people ‘moral’ press, like The Sun (which 
that violent games don’t necessarily quickly died down, presumably to 
make people violent. People who are make room for them to print more 
violent would be that way anyway, pictures of topless women. But that’s 
and gory videos and computer games another story). 
are just as much a trigger ee To help ‘kombat’ any- [—# 
for that violence as their =. ail thing like that hap- [ 
mums asking them to pening again, the 
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for a half-pound have | 
of lard. Etc. “yes 
And then om 
along comes a = 
game like Mortal : _ > -"w 
Kombat Ii, | have ‘Fatalities’, of — eg crt os ; 
one game _ with Death «Ak ke te Dea Pool Sr 
Matt, he beats me, ~ J This basically 2oc*s dictates send ee 
and | feel like kicking SRS ae means that ~ se coslll es ale. wil 
his head in. Funny old “wa you've beaten yc Soe ay up there. He's impaled c 
world, isn’t it? (Not really, Andy, | opponent to : poe see, and the only 
always feel like kicking Matt's head choose whether tc with Sasa th are a few 


in, but then again I'm a policeman — a bloody flourish, hima 
Harry.). box of chocolates c c | 

Mind you, Sensible Soccer has the ers and shake his hand. Or, to se TAYIGUMP pap his 
same effect; as does Skidmarks, even more cruel, you could even Mary Whitehouse 
Roketz, the first level of Chaos Engine 2 to change him into a nappy- ment. Together with < 
2 and just about every ot »y, a somewhat surreal end- new characters, and five : 
player game on the planet 29 an otherwise deadly from the old gens, Mortal k se, 
Doom 2. . brings yc ‘ia 

Mortal Kombat Il really is rz 
violent. But no more so than the c 
inal, which received acclaim (no pun 


On the Portal stage (this background, 
basically), if you're in a two-player 
game this rather normal-looking head 
appears and shouts “Toasty!” Appar- 
ently it’s the face of the Williams 
artist, or something. If you hit down 
Pre- and fire immediately, you'll access one 

2 of Mortal's three hidden characters — 
called Smoke (not shown). 
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t an odd combination of 

ou , a shining new babbie 
rs — but strangely, all the little 
> same. 


a ee ee ananaainn amnadiien oel Se PE rete Hy SSK ete ORS 


ta single 
option, in cz 


utte n, but the design- 
you own a Mega 
, one button omes a kick, the 
s with the hardware, two-button 
nsult your local shop before you buy 


PRESS FIRE 


The bridge fatality’s a bit cack, actually. Again a hic 
enemy into the air like a rag doll, sending him to his 
several hundred feet over the side. And he ends up spl 
concrete below (see inset). But the animation is remarkak 


: mated backgrounds from the coin-op are one of the 
a: 1 this Amiga conversion. This once talking tree is now silent, 

~ ~ but at leant the huge range of backgrounds are included — even if they are 
— ? a all static. 


There’s no advantage to playing MKIi 
on an A1200, except that extra graph- 
ics are loaded into memory to cut 
down on disk-swapping. You'll find 
the same effect on any machine with 
over 1.5Mb, and if you own a second 


disk drive, you'll hardly ever need to 
swap one of the three disks. 


Above: The shapeshifting Shang 
Tsung, » the epitome of evil 
whose duinat ea you the Mortal 
- Kombat ~ is now third from 
_ Above him is his mas hao Kahn, 
Land Kahn’‘s second- in-command Goro. 
“i So now you can ‘be’ Sha sung, 
~ which means you can morph into the 
same form as your opponent — not 
into any opponent, as with the coin- 
op. Confusing... 


Left: Liu Kang’s new Dragon fatality looks impressive enough 
— he ‘morphs’ into the big green git, and bites the upper 
torso off his opponent. But when he returns to his normal 
state, the trousers that he leaves behind are rather less spec- 
tacular; because it’s the upper body of the digitised fighters 
which is most impressive anyway. 


Below: The 12 characters line up, wait- 
ing to be chosen. It's a bit like being 
at school, when ‘killer’ Rodgers had to 
choose his team from an array of 
footballing misfits. Only, er, harder. 


Below: Like the original Mortal , 

Acclaim has included not only all the 

and it causes special moves, fatalities and hidden 

to emit from characters, but also all the blood and 
gore. Great stuff. 
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MORTAL 
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A button press away from your opy istrike; cle 


on your opponent and the same lice nakacnal a knee to the cobblers. 
Holding fire down for a move produces a kick, rapidly jabbing fire delivers 
a telling punch combo. These combinations of moves are an excellent 
example of fluid design. Fantastic. 
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DEAD WOOD 
have been ousted in the sequel — presumably for being a bit I publisher! Achaia 


bests. : crap. But while we'll never see Kano’s heart-removing fatal- 3 Rihanna RSs | 
ity again, there are an extra seven characters thrown in to make up SAS Se | 
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wo of the original Mortal characters, Kano and Sonya Blade, 


for that, and now each character has two Fatalities and a Friendship Cita iy eee 
each. And now, The One can reveal a selection of them. | ee eae ee eee 


Shao Kahn's little, er, rather pre 
helper. Very tough. 
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Best Special move: Invisibility: 
ere the hell is he? 

Best Fatality: Eat head: need we 
say more? 
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Best Special 
move: Deep 
freeze: turn — 
opponen 
into a block — 
ofice. _— 
Friendship: | 
Buy a Sub-- 
Zero doll! | 
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ort kick: 
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feet-first. ba 
Friendshi 
Plants a flow- 
er for her 
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Arnie 


There are no other versions of the game 
planned, because Acclaim is ‘testing the water’ 
with the A5/600 game. However, if it sells well, 


you never know what might happen. 
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When you sign up a world class basketball 
player for a computer game, there's at least 
one thing that's clear cut — the game genre 
you're likely to have. It's obvious innit, it's 


got to be a, er... beat "em up?!? 


Hello?! 


Hello!? Matt Broughton investigates. 


ersatile chaps these basket- 
ball players, aren't they? | 
~ mean, look at OJ Simpson. A 
top ranking basketballer, a perfectly 
accomplished actor, but not satisfied 
, with this mundane 
lifestyle, he went on 
> to become a 
perfectly pro- 
ficient murder- 
er, rally driv- 
er, and skilled jail 
bird (allegedly — 

Legal dept.). 
Not very similarly at all (who 
needs a libel suit at this stage of 
the game?), ol’ Shaqi baby’s got a 
finger in every pie going — music, 
acting, writing, and even a bit of bas- 


you 


Go home...I* 11 Deat 
-one time 


one-on every 


ketball in his spare time! Now he’s 
turned his hand to computer games 
and, relying on his street-wise 
rock ‘ard image, the pro- 
grammers have dreamed up | 
this strangely familiar format 
of a one-on-one beat ‘em up 
bash-type thingy. 
There are three 
choices of play 
— Story Mode, 
Duel Mode or a 
two-player Tourna- 
ment option. In Story 
Mode, you play Shaq — 
dragged into an alternative 
dimension while on a basketball tour 
in India or somewhere (© 1994 Tenu- 
ous Links R Us). In this strange new 
Second World, 
Sett Ra, an evil 
sorcerer, ruled 


“CONTINUE ¢ : 
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work is , and one 

et fighters nas 

the players then 

ling ind 
dawn 


merged victorious, 
ngage in a bit of name < 
jeneral crowing. Handbag 
Tt, ala WWE Wi Appar- 
itly Shaquille O'Neill himself had 
hand in th 2 wI iting of 
tty’ captions. Obviously, elo- 


nce isn’t one of his talents. 
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Little beast, little beast, let me 
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According to this ‘ere manual in front 


“ ..“each 


apacter has a wicked taunt 


can use thes@ taunts to ticket your engi M4 


Well what flamin‘ h 
You tell them off, y 
kickyourSutt — 

w y 


supreme (©1994 Unoriginal Poppy- 
cock) but bored of blighting people 
in his own world he fancies a bit of 
» a blight somewhere else — Earth 
& was the lucky candidate. So 
kicking the current 
Pharaoh off the 
throne of Egypt, he 
has a whale of a blight 
until some goody-two- 
shoes called Ahmet 
comes along to spoil his 
fun, wraps him up in 
bandages and banishes him to a 
world of mummy-dom. 
Understandably 
racked off with 
this, he’s gathered 
himself together 
an army of 
ultra-bad 
dudes and 


Tah 


the point in 
ake them mad, # 


Loe 
plans to wreak revenge on Ahmet's 
descendant — Nezu — and general- 
ly take over the world. Only you as 
Shaq can stop him. (Yawn). 

In duel mode you can choose any 
fighter you wish, and basically bash 
seven shades out of all comers until 
the end. All the fighters have their 
own special moves — it’s just up to 
you to find them through trial and 
error. @ 
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Above: These programmers aren't proud — if 
you can nick a good idea for a special move 
from another beat ‘em up, which shall remain 
nameless (i.e. Streetfighter 2) — why not? 
Here Rajah lays a Chun-Li-esque kick on the 
hapless Voodoo Woman. 


if you wind your opponent up 
a bit with a few well-aimed 
slaps, they work themselves 
up into a fury. At this stage 
their body starts flash- 
ing, and although 
their strength 
increases, they are 
far less accurate so 
you can generally 
dive in and finish 
‘em off. Here Beast 
gives a passable 
impression of 
Buster Bloodvessel. 
“A! just a’ walkin’ in 
de sunshine.” 
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It has to be said that graphically, 
Shaq Fu is a bit of a treat. The back- 
grounds are extremely attractive and 


Publisher:Ocean | 
Developer: 
The Dome 


the sprites themselves, although a 
smaller than your normal beat-’em- 
up, are beautifully animated and 


£25.99 Out Now 
there are loads of them. Because of 


their diminutive size, they have a Bh vmiveeteune whens 
quirky speed and nimbleness that's 
interesting to watch, and surprisingly 
rewarding to control. I've played the 
Megadrive version before, and in 
many ways the Amiga version is the 
better of the two, certainly in as 
much as that you can't walk through 
the game beating every opponent 
using just one move (Shaq’s throw in 


Easy Story Mode polishes off most DLAYAR LL IT € 
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LASTABILITY 


opponents on the Amiga, but not 
everyone, and you do have to per- 
form a fair amount of jumping 


around to boot). The game moves 
along at a fair old pace, and the spe- 
cial moves in the main are imagina- 
tive and fairly easy to execute. 
Overall though, it’s not an instinctive 
game to play; the controls are often 
a tad dodgy and erratic, and it gets 
fairly frustrating when your fighter 
won't move the way you want it to, but 


instead just stands there for a few precious seconds like a 
lemon, nay citrus fruit, as you waggle frantically on the con- 
trols. The most serious drawback of the game, however, 
and the one that has brought the mark down into the fifties 
from around the mid-seventies where it should have 
belonged, is the complete lack of continuity due to the huge 
amount of disk changes that have to be made. We all know 
this is often a drawback of the Amiga, but having to change 
the disks up to four times between each bout of fighting is 
completely unacceptable, and the ruination of what could 
have been a nice little beat-'em-up. The game just doesn't 
seem worthy of six full disks, and data organisation is 
appalling. Even with an additional external drive, you'll be 
in for a long night if you choose to buy this. Shame shame 


shame and er... shame. 


Bran; chins Gx ob es ean ectetey be 
worth a go because the crappy disk swapping 
problem should disappear. 
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Street Blues 8.99 
Hill Street Blues....... -..CD32.12.99 
History Line 1914-18 22.99 
Hook * 1115899 
Hoyles Book of Games 1 or 2 or 3.. 10.99 
Hucklebury Hound idileaitieasa 8.99 
Hudson Hawk 6.99 
Humans 1& 2 CD32.19.99 
IK +....... 6.99 
Immortal 10.99 
Impossible Mission 2025 A500/A120019.99 


7.99 
12.99 


Last Crusade Action Game 
Last Crusade Adventure 


Indiana Jones 
Indiana Jones 


Indiana Jones - Atlantis Adventure 24.99 
Indiana Jones - Atlantis Action 8.99 
Inianapolis 500 ...10.99 
inferno ‘ CD32.19.99 
intelligent Strategy Games .. 19.99 
International Open Golf Championship 17.99 
International Sensible Soccer CD32.16.99 
Ishar 3 .... A1200.26.99 
ishar 3 22.99 
Ivanhoe 6.99 
Jack Nicklaus Golf 6.99 
Jack The Ripper. 27.99 
James Pond ...6.99 
James Pond Compilation A1200.19.99 
James Pond 2 - Robocod CD32...8.99 
James Pond 3 A1200/CD32.19.99 
Jaguar XJ220 8.99 
Jet Strike : A1200.19.99 
Poo): Sa A500/CD32 17.99 
Jimmy White's Snooker 12.99 
Jimmy Connor's Great Courts 2 8.99 
John Barnes European Football 8.99 
John Barnes European Football ..CD32...9.99 
John Madden Footbal ..... 10.99 


JUNGLE BOOK ..0....cccccccecseee ve LOTION A120019.99 
Jungle Strike 17.99 
Jungle Strike... A1200/CD32 18.99 


K240 - Utopia 2 A500/CD3219.99 
KGB.. si +» 12.99 
KICK OFF 3 EUROPEAN CHALLENGE....... 16.99 


KICK OFF 3 EUROPEAN CHALLENGE ...A120019.99 
KICK OFF 3 EUROPEAN CHALLENGE ....CD3222.99 


Kid Chaos.. A1200/CD32.19.99 
Kid Chaos ... 17.99 
fo |g) 10.99 
Kids Rule OK 12.99 
King Pin... 10.99 
King Pin...... CD32.12.99 
Kings Quest 1 or 2 or 3 or4.. vanaue WD 
Kings Quest 6. .A500/A120022.99 
Klik and Play 22.99 
KNIGHTS OF TOOK PP ieii icici binds 10.99 
Krusty’s Super Funhouse ................. 17.99 
Last Ninja 2 nm 6.99 
Legacy of Sorasil 17.99 
Legacy of Sorasil CD32.17.99 
Legend of Robin Hood 12.99 


IS GF CA Ritiidscvinciceeterttnticmentiediant 12.99 


Leisure Suit Larry 1 OF 2 OF 3 ........cccccccceees +12.99 
Lemmings 1..... CD32.19.99 
Lemmings Double Pack .. 19.99 


LEDAMINGS 3 .....0:20..ceccecescesee RE PAE: 19.99 


Lethal Weapon ..... 8.99 
Links - The Challenge C Of Golf. j 12.99 
Lionheart. CD32.14.99 
OE eS PE, SEE .A120019.99 
Mt Be SEE ee ee CD3219.99 
RCITUIOIES RI ROTI S . cciscscchenseubsencedahttiehnidh cotton 6.99 
LIVE ui dicniadipccecesphngatehscsubenadmoseinilitectee blesiegesns 12.99 
Pe ee PL aes PPE ee ee 8.99 


Lords of the Realm A500/A120022.99 


LOST EDEN CD3222.99 
Lost Vikings......... CD32.19.99 
Lotus Turbo Trilogy . CD32.22.99 
Fo fe ee CD3219.99 
Lure Of The Temptress 12.99 
M1 Tank Platoon 12.99 
Magicians Castle ..... 19.99 
Manhunter “New York” 12.99 
Manhunter “San Francisco” ..12.99 
Maniac Mansions 10.99 


Man Utd Prem League Champs A500/CD32 19.99 


Man Utd Prem Leag Champs Data Disk 8.99 
Marvens Marvellous Adv A1200/CD3219.99 
Master Axe CD32.19.99 
Master Axe A500/A600/A120017.99 
Mean 18 8.99 
Megarace .. CD32.22.99 
Messengers Of Doom secseseee 19,99 
Microcosm ; CD32.29.99 
Micro Machines 17.99 
Midnight Resistance ... .6.99 
Midwinter 10.99 
Midwinter 2 .... 12.99 
MIG 29 Fulcrum 10.99 
Mighty Max.. .A1200.18.99 
Mighty Max A600/CD3217.99 
Military Masterpieces 19.99 
Mini Office : 29.99 
Moonbase 34.99 
Moonwalker 6.99 
Monopoly 18.99 
Morph CD32...8.99 
Mortal Kombat ' 20.99 
Mr. Blobby A500/CD32 13.99 
Mr. Nutz Sy A 
Mutant League homer sed A500/A 120017 99 
Narco Police . 5.99 
Navy Moves ) ; 99 
New Zealand Story : ...6.99 
NHL Hockey 95..... A500/CD 32 27.99 
Nick Faldo’s Golf CD32.22.99 
Nigel Mansells World sae CD32.19.99 
Nightbreed 6.99 
Night Shift 10.99 
Omar Sharif's Bridge ....... 22.99 
On The Ball-World Cup Ed were 9.99 
On The Ball-World Cup Ed....... A1200.22.99 
Core Tees AAA HR BAG GD cccccccccccnceesccccsncvenstes 19.99 
Ow Tue Baii-LeaGue ED...............000000 A120022.99 
Operation Harrier ..8.99 
Operation Stealth 8.99 
Oriental Games 8.99 
Outrun Europa....... ..8.99 
Overdrive 8.99 
Patrician .. 22.99 
Parasol Stars ..8.99 
Perihelion : 19 99 
PGA Euro Tour _.A500/A1200/CD32 18.99 
PGA Tour Golf 12.99 
Pictionary ...... 6.99 
PINBALL DREAMS & FANTASIES .. iedaiiichienaied 22.99 
Pinball Fantasies.. A1200.19.99 
Pinball Fantasies CD32.24.99 
Pinball Magic 6.99 
Pirates...... 10.99 
Pirates Gold............... CD32.19.99 
Pinkie .CD32.19.99 
Pinkie A500/A120017.99 
Pitfighter .6.99 
Pixie & Dixie... 8.99 
Planet Football. A1200/CD32 22.99 
Police Quest 1,2 or 3. ..12.99 
Populous & Promised Lands 12.99 


SAL NEY EE Nim, 12.99 


Postman Pat 6.99 
Postman Pat 3 ; 6.99 
Powerdrive P A500/A600/CD32 19.99 
Powerhouse 22.99 
Powermonger & Data Disk 12.99 
Premiere CD32.12.99 
Premier Manager 2 7.99 
PREMIER MANAGER 3............ A500/A120017.99 
Prime Mover 10.99 
Prince Of Persia.. ..6.99 
Project X 10.99 
Project X/F17 Challenge CD32.17.99 
Pro Tennis Tour........... : 6.99 
Pro Tennis Tour 2 - J Connors Great Courts ...8.99 
Puggsy 19.99 
Pushover.... 8.99 
Putty : re 8 
Putty Squad... A1200/CD32 19.99 
Puzznic ..6.99 
Qwak .. ? 9.99 
Qwak/Alien Breed CD32.17.99 
Quest For Glory 1 or 2 12.99 
Railroad Tycoon 12.99 
Rainbow Islands 6.99 
Rambo 3 6.99 
RBI Baseball 2 6.99 
Reach For The Skies 12.99 
Realms 10.99 
Red Heat 6.99 
Reunion A500/A600/A120022.99 
Rick Dangerous 6.99 
Rick Dangerous 2 8.99 
Rings Of Medusa Gold 19.99 
_. & gf: oo) eee 25.99 
RISE OF THE ROBOTS. .ccccccceccecsccccees A120027.99 
RISE OF THE ROBOTS. .......ccccccesescsess CD3222.99 
Risky Woods 10.99 
Road Rash 10.99 
Robocop 2 6.99 
Robocop 3. 10.99 
Robinson's Requiem A500/A1200 22.99 
RUGBY LEAGUE COACH ......0.......cccccceeeees 19.99 
Rules Of Engagement 2 22.99 
Ruff n Tumble 17.99 
Run the Gauntlet 6.99 
Sabre Team (Enhanced) CD32.20.99 
scl 6.99 
Second Samurai a A500/A1200/CD32 19.99 
SECRET OF MONKEY ISLAND 1 OR 2....... 12.99 
ER eS ee Se ee aoe 19.99 
Sensible Soccer International CD32.16.99 
Sensible World Of Soccer. 19.99 


SENSIBLE SOCCER INTERNATIONAL ....... 13.99 


Settlers 19.99 
SeTTLers/CANNON ‘Foover/CHaos ENGiNe/T2 . .22.99 
Shadowlands................ 8.99 
Shaq Fu.... 17.99 
Shuttle - Space Flight Simulator 12.99 
Sierra Soccer........... 16.99 
Silent Service 2....... 12.99 


SIM CITY 2000.......... need 99 


Sim City Deluxe 19.99 
Sim City/Populous je 19.99 
Sim Classics (Ant/Life/City). 22.99 
Sim Life 500/A 1200 10.99 
Simon The Sorceror : 22.99 
Simon The Sorceror.. : A1200/CD32 .26.99 
SIMON THE SORCEROR 2 .........ccccccecceeeeee 22.99 
SIMON THE SORCEROR 2.....A1200/CD32 pe 99 
STING cto iglg he ed tenis las ccessvaptelbebincete dan 8.99 

Serle Cr SN on es A500/A1200 ..8.99 


Skeleton Krew A1200/CD32 22.99 


Skidmarks 


SKIDMARKS UPGRADE ........ccecesesseseseneees 12.99 
Skidmarks CD32.19.99 
Skitchin..... A500/CD32 17.99 
Sleepwalker .. A500/A1200 .8.99 
Sly Spy 6.99 
Snapperazzi 13.99 
Soccer Kid CD32.19.99 
Soccer Team Manager 10.99 
Software Manager ... 17.99 
Soup Trek (The Search For Stock) 19.99 
Sooty & Sweep 6.99 
Space Academy 19.99 
Space Academy CD32.17.99 
Space Crusade 8.99 
Space Quest 1 or 20r3o0r4 12.99 
Speedball 2 8.99 


SPEEDBALL 2 oecceccseseseeseneee seteessseeraesD 3212.99 
Spherical Worlds A500/CD3217.99 


Stardust Special Edition.. 9.99 
Star Trek ‘ ; .A1200.22.99 
Star Crusader 19.99 
Starlord 22.99 
Street Fighter 2. 12.99 
Strike Fleet 10.99 
Striker 8.99 
Striker CD32.19.99 
Stun Runner 6.99 
Stunt Car Racer 6.99 
S.U.B 19.99 
Suburban Commando ee 
a a eae A120022.99 
ea ee eee CD3219.99 
Super Cars 6.99 
Super Cars 2. 8.99 
Super Space Invaders a 8.99 
Superfrog , CD32.12.99 
Super League Manager A500/AGA/CD32 19.99 
Super Loopz A1200.17.99 
Super Loopz..... .CD32.19.99 
Super Monaco Grand Prix. 8.99 
Super Putty CD32.12.99 
SUPER STARDUST................... A1200/CD3219.99 
Superskids .. 19.99 
Supremacy 10.99 
Syndicate 22.99 
Tactical Manager- En land/Scotland/Italy siete 19.99 


TACTICAL MANAGER 94/95 DATA DISK.10.99 


Team 17 Collection Volume 1 19.99 
Test Drive 2 woe0.99 
Test Match Cricket 16.99 
Terminator 2 6.99 
i Rate Rae .16.99 
T.F.X A1200.26.99 
Tel abivaccates CD32.22.99 
Theatre of Death. veveneeeD.99 
The Big 6 - Dizzy CD32.12.99 
The Blue & The Grey 22.99 
The Clue.. .A1200/CD32 19.99 
The Games 10.99 
The Greatest - Compilation 21.99 
Their Finest Hour. : 12.99 
Their Finest Missions 9.99 
Fe i tdecndincrdeniaieniabensis A500/A120022. 99 
Toki 8.99 


Tom LANDRY STRATEGY FoorsaLtA500/A1 20019. 99 


Top Gear 2 A500/A1200 17.99 
Top Gear 2 CD32.19.99 
Total Recall ....... seaside idan tebanietieialetionias 6.99 
TOWER ASSAULLT.................... ...A500/A1200. .13.99 
ESTEE PEULILLE  coonstdusmneinccaveeunesinie CD3219.99 
Tracon 2 : 22.99 
Traps & Treasures ‘AS00/CD 32.17.99 
Trivial Pursuit .6.99 
Trivial Pursuit Deluxe CD32 19.99 
TREE  UEPAIE  icdeeditenaptamnedtponacceenedeuniinaecind 17.99 
U.F.O A1200.22.99 
U.F.O CD32.19.99 
ULTIMATE BODY BLOWS................. CD3219.99 
Ultimate Golf 8.99 
Ultimate Pinball Quest 19.99 
Uncovered 17.99 
Universe AS00/CD32 .22.99 
Untouchables 6.99 
Utopia ...8.99 
Valhalla - Lord Of Infinity 19.99 
Voyages Of Discovery 19.99 
Vital Light A500/CD3219.99 
Walls Of Rome 12.99 
Walker. ree, LO 
Wembley International Soccer .CD32.19.99 
Wembley International Soccer A1200.17.99 
Wembley Rugby League .. A500/A120017.99 
Whales Voyage CD32.19.99 
White Death reve. 99 
Wild Cup Soccer A500/A120017.99 
Wild Cup Soccer : CD32.19.99 
WING COMMANDER ......0.........cccccceceeeeeees 12.99 
Winter Gold. 12.99 
Wiz N Liz 10.99 
Wizkid 10.99 
World Class Cricket CD32.19.99 
World Class Leaderboard 8.99 
World Cup Golf CD32.29.99 
World Cup USA ‘94 17.99 


WORLD CUP YEAR ‘94.000. ccccceccceceeneee 19.99 


Worlds at War 6.99 
Worlds Of Legend 12.99 
BE Ge CORE hactsicicceccmnechoceantees CD3219.99 
WWF 8.99 
WWE2 8.99 
Xenon |! 8.99 
Z-Out 6.99 
Zak McKraken... 10.99 
Zee Wolf 19.99 
Zonked 19.99 
Zool 1 or 2 CD32.19.99 


SPECIAL OFFERS 


Alien Breed 2 ras yk 
Arabian Knights A500/CD32 .9.99 
Body Blows sodanain BUND 
Civilisation A1200.17.99 
Championship Manager ‘93 .16.99 
Chaos Engine 9.99 
Combat Air Patrol 9.99 
Cool World........ 8.99 
Jack Nicklaus Unlimited Golf 12.99 
J Nicklaus Designer Clip Art Vol .17.99 


OL aide a ena ater tar A500/A12009.99 


Lemmings 2 The Tribes. 12.99 
Lotus Trilogy 12.99 
Nick Faldo‘s Golf 12.99 
Nigel! Mansell’s Champ A500/A 1200 12.99 
Premier Manager 2 7.99 
Sensible Soccer 92/93 12.99 
Shadow Worlds “? ..9.99 
ry eS Ta icade ae A500/A1200 9.99 
Lg 1 eS ee Es ee A500/A12009.99 
WIPEMIII ics ihc cccudiasniin stddliatesagdbipecedacees 109.99 
Walker....... ie j : 9.99 
Oe te ae i ed ee ee 
I i he i ee A500/A120010.99 


Please add per item £2 P&P for Europe and £3.50 for the rest of the world. 


E&OE 


EDUCATIONAL 


ADI English (11-12) or (12-13) or (13-14).....17.99 
ADI French (11-12) or (12-13) or (13-14)......... 17.99 


ADI Maths (11-12) or (12-13) or (13-14) ........ 17.99 
ADI GCSE Maths/English/French..................22.99 
ADI Junior Counting (4-5) or (6-7)... 13.99 


ADI Junior Reading (4-5) or (6-7)..............008 13.99 


Better Spelling (8-10) 13.99 
OTUOT RIEINS 0 Bide BOs cicnceckcccdess coccccsonbedtoensedent 13.99 
Cave Maze (8-12) 10.99 
Count and Add (3-5 8.99 
Fraction Goblins (8-13) 10.99 
Fun School 2 (-6) or (6-8) or (8+)... 6.99 
Fun School 4 (U 5),(5-7) or (7-11) 16.99 
Fun School Maths (7-11)... 17.99 
Fun School Paint & Create (54) .........cccccccceees 17.99 
Fun School Spelling Fair (7-13)...........c00..17.99 
Henrieta’s Book of Spells (7-16) ...8.99 


Hooray for HEnrietta (5-13) ........ccccccccceeseseees 8.99 


DATOS PAINE Ce TOD pikkcosesirtnendsenthivctounterssdeewerte 10.99 
rm Maths (4-5)..... .. 13.99 

DARTS TOROS (~ 1S) occcnces cvscrntsidscscsvensonaneces 10.99 
Maths Mania (8-12) es oe 
on ae LL |) ERE se SES ST 13.99 
Mickey’s ABC's (2-5) wil ee 
Mix and Match (3-5). ...8.99 


Noddy’s Big Adventure (3+). hosel c a 16.99 


Noddy’s Playtime (3+) ns PM TN 
PECEUITe ECC EIOINS (7230) cccccdashcascccvccnsteccovediesch 10.99 
Playschool (3-8) 9.99 
Seam With Trolls (5-12) ; 10.99 
Thomas the Tank Engine ............ccccccccersseserees 6.99 
Thomas the Tank Engine 2 ...........06 veree 10.99 
Thomas the Tank Engine Collection............ 12.99 
Tidy The House (6-10)........... See OF ay 9.99 

JUNIOR ADVENTURES 

EGET e PEIPON cdkivchodsnchadniceeccncseinicecketea’ ..13.99 
cose: A Christmas Carol (8+) .. authaatesder POLED 

= eg ae (7-16). PSA ROT PR ETS 8.99 
The Three Bears (5-10) .... FLEE, became 4 ana 
Thomas The Tank Engine. ...........ccccseeereereeeeeee1.99 
Wind In The Willows (6+)....... sear 3.99 
Wizard Of Oz ie ...13.99 


JOYSTICKS & 


ACCESSORIES 
Joystick Extension Cable..............cccccccceeceeeeeees 6.99 
pn eae ie Bi A SEES SS 4.99 
Logic 3 Delta Ray Autofire JY 156 .........0.00 10.99 
Logic 3 Quatro er Autofire JT155................10.99 
RENE SIA 8, oti nsciss ct scnaediascdesanreddbibvncedesl 8.99 
Logic 3 Logipad JT160..... ndodebmnedgin’ REE 
30 CACY BB CH, ON, ccctiieccentctnneseostttvants 1.99 
BO CROCIEY S57 TOON civ sccccdckecsocscsiceecareniel 4.99 
50 Capacity 3.5” Disk Box 5.99 
80 Capacity 3.5” Disk Box ..........cccccccseeeeeeeeeen 1.99 
100 Capacity 3.5” Disk Box 7.99 


Analog Joystick rice ial Didocivassogunbvatietotalliain® 4.99 
Cheetah 125+...... spenctiedshoditecadl 7.99 
Cheetah Bug vel ‘aed 
Freewheel Steering WOR sss ache seul 24.99 


Gravis Advanced Switch cata ae 22.99 
Gravis Gamepad ee a ee 
Mouse ee * 10.99 
DIAIIIE  dicse drat Rtttitesccccntin sn pier ediecn 1.99 
Gravis Gamepad sia 15.99 
Quickjoy Jet os ' 11.99 
COLOSCACECIN? WIRENONEIL ach catihcelicandubadectetbictchbeniosestandedl 17.99 
Quickjoy Topstar Ey 
CUNEO TRIED ccchdhekcnsth es torccscssesastusomamnsdatbanse 10.99 
Saitek Megagrip 2 Autofire MX220..........4. 10.99 
Screenbeat 3 Speakers ............$B203 .. 12.99 
Screenbeat Power Supply \ 
SUPORTE SUBS SCIGR coccccuncecenscsdavcavtencevasencotpictos 5.99 
py Ee es EEE Ee. 
Wico Q Stick 

PD & Shareware 

GAMES 

G001 Dynamite Dick 1.25 
G002 Madona Puzzles Ackccesiashtelsowenll cae 
G003 NU ; iicnekiat ae 
G004 Breakout Construction Kit... 1.25 
GO005 Bagitman ......... a ET 
ot dg RP ae 5 a eee Pert 1.25 
G007 Aztec Challenge. sodidecmhopscsensebienénbeocsuines Hua 
GO008 Gnu Chess. eR Palaphentededdosdahen Glee 
ot po ESS aa oe Mpa aS Po 
ty RS CE eS eae pee eae 1.25 
Ad F ULUN TUTE ITUUIIE E Uscihocdocudechscdednedhsis tage dthapail 1.25 
GO12 Artillerus. 1.25 
G013 Vector Storm .............. Valielay catalan aad a 


UTILTIES 
U002 A-Gene Family Tree (1 madined 25 
U003 The Workshop.. 1 
U004 Label Designer ........... slcstinkaipslantnnaiat 
U005 Slideshow Creator ..........ccccccecseeesenereeeenee Fe 
1 


25 
U006 Address Book... 25 
U008 Asteroids 92.. ye 
EOD SEIS COIN Sse v edkavnin Deke bale edecen, 1.25 
001 2 AUR OGTR nas cnsssiensesennivesssescncecetmesntoscncyees Dede 
UI 1S Trae FERS: WOO Y A cccnsdis cncsis cso codscersdecionsipantd Veo 
U014 Panasonic Printer Driver : 1.25 
UT Fae” CUI TCT COU TOIT oo cesectnacdich avvchtieattvatieee 1.25 


U016 Seikosha Printer Driver. 1 
U018 HP 550C Printer Driver... 1 
U019 Imploder v4.00 1 
U020 Bad Format... 1 
U021 Amiga Beginners Guide. Oth» Ba 
U022 Vetter Bench v1.2 ree: coda t 
U023 De-Grader 500 600 1200....... ae 
U024 Extermin-8 Virus Killer................c0c00 Te 
U025 Engineers Kit (A1200 only) 1 

1 


U027 Fake Memory for A1200................:006.1.25 
U028 Action Replay for AG00...........ccseueee 1.25 
U029 Amiga Tutorial ell petcdtovans Wide 
U030 ACES Database. pothhsubthsigiiiabaLss 1.25 
U031 Abace v1.33 wailttle tcaadiaatectoadaalactaaieaen 1.25 
U032 Excel Database ............. slscientdblichesiengltt iar 
Cet ge oe TORT 2s | Reape mieaeleys terre # aby OA Ie 1.25 
CRISS FONE TVR UO co cecinccvihindvotlects iececdeaphatehacicuten 1.25 
U038 Number Pad for A600 ‘ eerie, 
OVER 18's 
X002 Adult Jigsaw PUZZIES...........cccccecceeeeeeeeees 1.25 
X003 Die Filknger - Naughty Cartoon............... 1.25 
3.5" Blank Discs 
TOK PRECISION UNBRANDED 
Low High Low High Low High 
10 599 699 3.99 5.99 3.50 4.99 
20 11.50 13.50 7.50 11.50 6.50 9.50 
50 27.50 32.50 17.50 27.50 16.25 22.50 
100 52.50 62.50 32.50 52.50 29.99 42.50 
RECYCLED DS/DD Low Densit 
10@ 2.99 20@5.50 50@ 12.50 100 @ 22.50 


Mr Blobby? Mr Pants more like! Matt 
Broughton finds out exactly why 

Millennium wasn’t planning to let any 

magazine review this “perfect gift” 
opportunity. Tish and weer" « 


© suggest that soft- 
ware companies are 
sometimes a bit trans- 


parent is an understatement. 
When they’re bringing out an 
enormous title with several 
years of development behind 
it, they’re ringing you up, pre- 
tending to be your best mate, 


and trying to blague as many B& 24 


pages of coverage out of you as 
humanly possible. Should they, how- 
ever, happen to be publishing a piece 
of poo, they'll go all quiet, and 
before you know it, a game has 
appeared in the shops that you've 
not seen for review. Funny that, eh? 
It's as though they somehow ‘had a 
feeling’ that you were going to mur- 
der it while they were hoping people 
would just buy it because it hap- 
pened to feature a popular character. 
Oh look! I’ve just received Mr Blobby. 
What a coincidence. 

Yes, though it may seem as 
though I've become Mr Cynic 
overnight, with unscrupulous people 
cashing-in and ripping-off hapless 
members of the public with what can 
only be described as ‘a crap game 
featuring a big fat pink bloke who 
falls over’ (hilariously, apparently), | 
can remain silent no longer. 

As far as the Mr Blobby game 
goes, the said Blobster is surprisingly 
erect. He only falls over once (his rip- 
roaring trade mark) and that’s during 
the intro. Other than that, it’s really 
nothing more than a cross between 
Dithell In Space (a PD game that 
wees all over this pish) and a sort of 


You can actually choose to play as 
any one of the Blobby family; Mr 
Blobby (blobby blobby! Aha ha), Mrs 
Blobby (blobby blobby! Aha ha), or 
baby Blobby (etc.). It's nothing more 
than having three lives that look dif- 
ferent, but does add to the mirth. 
Pass another plaster would you, doc- 
tor? | believe my waters have broken. 


platform version of Amidar. 

Basically, the colour has been 
stolen from Mr Blobby’s world, and 
it’s down to you to return the afore- 
mentioned hues by walking over the 
bits of land that are grey, thus colour- 
ing them. Wow. 

There are tons of things to pick up 
and either eat for points, or throw at 
bad guys along with Mr B's own sup- 
ply of custard pies (another side-split- 
ting jape). Oh no. Please stop. I've 
ruptured my pancreas. @ 

By collecting and wearing a rather 
attractive pirate’s hat, Mr 
Blobby (blobby blobby 
blobby! Aha ha ha!) 
can swim underwa- 
ter. Note the real- 
istic water effect. 

(Er... it’s justa 

dark blue screen 

— Harry.). Yes. 

I know. 
Brilliant, eh? 


Well this is the general thing you can expect droen Mr Blobby, with lots of 
grey areas to be walked over, and things to be collected. Pick up an object, 
throw it at a bad guy, and he'll die. Alternatively, make them watch Noel’s 
House Party. That should finish them off. 


Re ow E 


Mr Ploppy, Mr Plappy, Mr Crappy, 
and Mr Trousers Goes To The Toilet. 
Yes, all titles that this game could've 


Publisher: Millennium 
Developer: 
in-house 


been released under if a certain pink 
rubber-johnny with yellow spots 
hadn't been in there somewhere. 
Though | understand that Mr Blobby 
has become a childrens’ favourite, 


£19.99 Out Now 


Hard Disk Installable 


why exactly a studio full of adults Joystick 
should wet themselves every week on 
Noel’s House Party is beyond me. | 
realise that not everyone is into ‘alter- 
native comedy’ but you'd think that 
most of Benny Hill's audience would 
be dead by now. Anyway, the 
game... First things first — the music 
is awful; nay, atrocious. While playing 
this game, the A600 crashed, and | 
swear that it chose to kill itself rather 
than have to play Mr Blobby. | very 
nearly did the same myself, but Harry 
tempted me back in from the win- 
dowsill with a Mars Bar and a Claudia 
Schiffer calendar. The main problem 
with Mr Blobby is that apart from 


r 
looking horrendous, the game play rt 1 tI ‘ L 


Gir 


everything the game will ever throw your way, and 


redefines ‘repetitive’, with no new 
features or ideas being added at 


any point. After two levels, you 
can rest assured that you've seen 


though obviously there are more monsters to 
encounter and different level designs to explore, with 
such ‘imaginative’ baddies as a shoe, a crab, a ghost, a 
snowflake etc. etc. you're not exactly compelled to view 
these great wonders. The level layouts are also incredibly 
yawn-esque, doing nothing to detract from the boring game 
play. Millennium reckon that Mr Blobby is “...a gift rather 
than a game”, but if | found this in my stocking, I'd shove it 


(Snip. Thanks for your valuable 


right back up Santa’s... 
input, Matt. — Andy) 


| really can't see a specific version appearing for 
this dreadful game, and | didn’t want to phone Mil- 
lennium to check because I'd have to have a really 
embarrassing hypocritical conversation about what 
| thought of the game. Brr! No thanks, mate. 


Simplicity is often the key to a 
brilliant game, and if that 
statement is anything to go _- 
by, Acid Software have ~* 
once again supplied the 
goods. Matt Broughton 


turns the volume up to eleven. 
ast cars. Homing missiles. 
Spiked walls. And cash if you 


kill anybody along the way. 
Sounds like a nutter’s dream, doesn’t 
it? Well try combining that with a 
games player's dream (i.e. thumping 
sound effects, tons of speech sam- 
ples, smooth graphics, and adrenalin 
pumping game play) and you end up 
with what Acid Software hopes 
will take them to the 
top of the racing er... 
tree — Roadkill. 

This is, quite simply, 

a violent racing game. 
The first thing you're 
treated to is a rather corking lit- 
tle intro animation, featuring 
Scalextric/TCR-style cars speed- 
ing around the place, ramming, 
bashing and generally, er... racing 
about. The highlight of this piece is 
where one driver rolls out of his 
crashed vehicle, only to have his head 
severed off by a passing opponent. 
It's at this point you realise the 
authors aren't too worried about 
morals. Great! 

Roadkill presents the player with 
some 12 well thought-out tracks 
spread over four different scenarios, 
each with its own graphic style, and 
each progressively harder in both lay- 
out and obstacles. 


$ 100000 000 


Apart from the simple, slick, 
graphics — including some interest- 
ing background parallax effects, 
Roadkill really makes its impression 
by clever use of sampled speech, spot 
sound effects, and reactive music 
samples. Break a lap record and not 
only do you get a big cash bonus, but 
the crowd screams and a wild gui- 
tarist solos for a couple of 

minutes! 

Power-ups are gradually 
introduced to the tracks as 
they progress; and, of course, 

no track would complete with- 

out a few gittish corners, the 

odd land mine, and rows of 

speed bumps just waiting to 

chuck you into walls. Roadkill 
delivers. Admirably. 

You can choose from one of three 
difficulty levels, along with automat- 
ic Or manual gears. Each race is pre- 
ceded by a hint screen giving you a 
description of the next track and 
what you can expect to find there. 

A particularly user-friendly feature 
is a preview lap, where you can trun- 
die round the next circuit at your 
leisure, checking out the short-cuts 
and memorising power-up locations 
(which isn’t too useful because they 
change with each lap — clever!) Er, 
start your engines...(*) 


So what's a 
Kill Zone, exactly? Well, 
imagine a stretch of 
road lined on both sides 
by enormous metal 
spikes, and you're there. 
This is a prime opportu- 
nity to ram any enemy 
cars to their death. The 
icons to my right are 
Roadkill tokens, which 
award various power- 
ups such as traction and 
super armour. 


TRACK 3 


RACING HINTS 


SPEED BUMPS 
RUNMING OVER THESE WELL SEND 
YOUR CAR INTO Q SHORT SPIN. 


BONUS PICKUP 


20 RORDKILL SYMBOLS EARNS YOU 
IRR) —THESE PoweR UPS FoR So SECONDS. 


OcEsS 
__ MAKE ROADKILLS BY RAMMING 
10 SECONDS 


SS hilt 2212112) 


Before each track event, you're presented with a brief outline of the course 
you're about to race on. Apart from giving you a visual clue as to short cuts 
and nasty bends in the road, it also points out any new features being intro- 
duced to the player. Here we're about to encounter vicious speed bumps for 
the first time. The row of icons along the bottom shows what power-ups 
we're likely to find on this track, with an impressive choice including such 
delights as speed-ups, rockets, deflectors, money, and super armour bonuses. 
This list gradually grows across the base of the screen as you progress 
through the levels. 


%* 


iene analogy though it may seem, Roadkill 

reminds me of a pinball table, in that it's 

constantly teasing and tempting you with further 

treats and jackpots if you can complete set tasks. 

Though it’s, obviously, always based around 

killing people, the game virtually shouts at you to 

murder yet another driver in order to get a huge 

points bonus. It's all very rewarding, and a 
great asset to the game. Well done everyone. 
No, really. 


Rh OAD Retek 


Dotted around the various tracks are bonus 
jumps covered in Smartie-like bonus tokens just 
asking to be snaffled up. As well as offering the 
obvious points-fest, these jumps later act as a 
smart way to avoid mine-filled areas of road. You 
need to be careful when lining up for these 
jumps, though, because you have no control over 
your direction once airborne (and there's always 
some spike-filled wall waiting for you on the 
other side. Gits!). 


Everybody loves a good explosion (as | believe I've 
mentioned before!) and Roadkill is no disappoint- 
ment. There are two types of missile available 
here; an unguided sort, or a beautifully-guided job- 
bie. You can't waste missiles, but once they are 
fired, they pursue their prey relentlessly around 
corners and even backwards until they can shoot 
up said opponent's bottom. The M power-up 
shown here, incidentally, is worth two homers 
(what, like out of The Simpsons? — Andy.). 


og my are ob Tt ec OO er er. © ae oe 
— 3 en ah , e . . * 


oh) ‘ Ned 


; 50,000,000 _ 
a sed 


After each and every race, you'll ti aE with this screen ‘ dotallicig the 
various points accumulated during the, er... race (nice sentence — Harry). You 
are awarded stonking little medals for each Roadkill (I just killed eleven — 
not bad eh?), along with a rather ludicrous amount of money to boot. This is 
also a good reminder of just how stupid-looking you truly are. A sort of ‘Nut- 
tall’s mirror’ if you will. 


Me THIS err E 


Ly OF omen 


Before you do anything in Road- 
kill you'll need to select a car and a 


driver. Each vehicle differs ever so slightly in 

performance (or at least | thought so — the instructions weren't exactly 
detailed!) with some cornering faster but having more swing, while oth- 
ers are more solid but not quite so agile. I personally | 

Cannon and Inferno, in case you're wondering. Incidentally, 

the Cyclone isn't normally this big. 


SRST AEE starter’s orders, which offers us a 
quiet moment to have a quick look at the general layout 

of the screen. The top left shows your position out of the nine drivers, while 
a missile count appears beneath it whenever you try to fire. Next to this are 
the lap time records, with cash rewards on offer for anyone able to break the 
best circuit time. The top right shows the amount of money and Roadkill 
tokens collected, while the bottom right has a mini-map of the track, to 
scale, complete with flashing dots showing all the active cars. The bottom 
left shows the car's revs, speed and gear, plus the damage meter. The blue 
boxes show whether any power-ups are currently active. 
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Publisher: Guildhall 
Developer: 
Acid Software 
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Joypad/joystick 


Memory Disk: 
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Ithough being a scum-bag 
journalist is by no means a 
cushy way to earn a few 
quid (and few being the operative 
word here), I'd hate to be a pizza 
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too drunk and lazy to open a packet 
of crisps. 


So | can kind of Syt athise with Z 
Marvin, who not onlyWas spent years © 


putting up with all of the abo 


.~ 
i. 
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delivery boy. No, that’s not harsh now finds himself transpor 
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Beat 


The dingy may look like fun, but it's actually quite a dangerous 
way to traWel. Girls can cho@se té@ avoid it and leave the bonuses 


# 
behind, t al fell leap ont } SS are: h e 
vehind, but real fellas can eap on © it and access areas such as _ - 
46 these. Be warned, though: altheug it follows you left and right, if you” Y 


leap out it remaifs stationary, [@a¥ing you quite literally in the drink. 


nya 


Not all moving creatures will sap Marv’s energy on contact. Take this caterpil- 
lar, for example. Without his assistance, the row of spikes would be impossi- 
ble to cross without losing a few energy points. But with his assistance, er 


you can! I should win an award for these captions, you know. ee TH Ec VE — [> \ CT 


After the brilliance of Aladdin and 
the sophistication of Ruff ‘n’ Tumble, 
it comes as quite a shock to find such 
a ‘traditional’ platformer; one that 
could have been rolled out when the 
Government was harping on about 
going ‘Back to Basics’ (er, it still is, 
mate — Andy). Everything about Mar- 
vin smacks of the late eighties. The 
graphics are compact and quite nicely 
62 Ejre= és .} animated, but the gameplay packs 


a 


AA Las » A ‘) ~=very few punches. The difficulty level GRAPHICS 
is nicely judged, with most competent 04 RN 
gamers able to progress as far as the | ak if i 
first password with one go, and the Saung 
ever-helpful text boxes explain clear- i/ Wi, a WY. i 
ly how to tackle each new hazard. a Ad a, 
Nothing moves too quickly, so witha PurayagtLity 
bit of careful planning it’s easy to get | ee ee dee et 
quite far without much hassle and the “4 He 
relatively small levels help drive the penreeangnagces 
LASTABILITY 
action along. Of course, this is fine for 


those who prefer their platformers = ss BS aig 


to be uncomplicated affairs, 


where most levels consist of 
HI, MARVIN! ; ; A’ APTIL F i 


nothing more demanding 8s 
i | st A eee Os ke Cee than journeying from left = as 
BROUGHT YOU HERE, BUT WE ¥ 
mt Tita seer ames age tae tO right, with very few 0 
(and esp , there : WE CAN RETURN. different routes along the 


Bie nf a a a oben OS eo ed ee tae Way. Had Marvin been abso- 


dvi WE NEED IN ORDER TOC GET BACK. sane . : 
poms ‘Sehr By THE LAY, YOU CAN MOVE THE lutely brilliantly designed then this would have 
; id their nvaluable. WS) Se eee been perfect, and certainly almost equalled the 
BUTTON. JUST TRZ IT. 
Mario games in terms of pure, unadulterated gam- 
ing fun. Although there are some nice touches here 
and there, for the most part Marvin merely sits in the 
‘fun’ bracket and never reaches anything higher. Don't think 
for one minute that Marvin is a bad game — it's not. But if 
you're aiming for a mark in the nineties with a game as basic 
as this, the level designs and hidden features need to be 
exceptional, not just good. It is very nicely-priced, though; 


so perhaps better suited to younger viewers, as it were. 
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annons in th ne. One fires proj: $ use 2 joypad into an — 
d-of-level gua 5, whi arsjlike these,@mable A1200 to get better control. in 1y not. 
1g heights. it’ : in this sectic 1 tthe Updates fora ul report of the 
the mushrc whi ed 
4. The energy Bar, by the way, i: 
e a stupid cifcular screen shot, 1 
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2019 NEO-TOKYO IS ABOUT TO 
caer o). On. & 


30 YEARS AFTER WORLD WAR 3, KYOKO A MUTANT CHILD TELLS OF THE 
APPROACHING CATACLYSM. 


THE COLONEL STORED CAPSULE 7 WHICH CONTAINS MUTATION 28, BETTER 
KNOWN AS AKIRA, DEEP BELOW THE OLYMPIC STADIUM AT A 


TEMPERATURE CLOSE TO ABLOLUTE ZERO. 
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KENEDA IS THE LEADER OF THE 
CAPSULES. HIS BIKE IS THE ENVY OF ALL . 
KENEDA LEADS THE GANG AGAINST THEIR 

RIVALS THE CLOWNS. 
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DURING A BATTLE BETWEEN THE 
GANGS TETSUO, KENEDAS 
CHILDHOOD 
FRIEND, LOSES CONTROL OF HIS 
BIKE AND JUST MISSES HITTING 
ONE OF THE ESCAPING 
MUTANT CHILDREN. 


TETSUO IS TAKEN ! 
AUTHORITIES 4 
EXPERIMENTED UPO! 
TEAM THAT LED TH: 
PROJECT. A MATCHINC 
IS FOUND BETWEEN 
AND AKIRA AND A 
EXPERIMENT CON’ 
TETSUO MUTATES 
NOW OUT OF AN’ 
CONTROL. 
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KENEDA AND RESISTANCE MEMBER KEI, | ee an 
MAKE THEIR WAY THROUGH THE SEWERS = 
WHEN THEY ARE ATTACKED BY THE 
MILITARY AND FLYING BIKES. 


TETSUO ESCAPES FROM THE 
HOSPITALBLASTING 
EVERYTHING IN HIS PATH WITH 
PSIONIC ENERGY. 


TETSUO THINKS HE CAN 
CONTROL HIS NEW POWERS 
BUT HE IS WRONG. 


» @ 
SPR E A S E SSR EE, OR, SERED 
Batu TETSUO MUTATES IN 
wees a HIDEOUS BLUBBERY ! 
TETSUO IS TOTALLY O 
KENEDA MANAGES TO GRAB A BIKE AND ee CONTROL. THE MUT 
FLIES AWAY TAKING KEI ON THE BACK. a CHILDREN BEG AKIR: 
THEY MAKE THEIR WAY THROUGH THE <= e RETURN AND SAVE THE 
TUNNELS GUIDED BY KYOKO, WHO HAS a>. . FROM WHAT TETSUC 
POSSESED KEI, INORDER TO USE HER 29+, BECOME .KENEDA M 
TO FIGHT AGAINST TETSUO. -= pf BATTLE TETSUO IN THE! 
aay. ee CONFRONTAION 
& DY 
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Right: 
The 
story is 
based 
on the 
Web keep- 
ers, who fear 
that their 
beloved spider- 
wrun dream-controller 
is falling into the wrong 
hands. Your character, Ryan, is the 
one chosen by them to kill the seven 
new, evil keepers of the Web's nodes, 
and so save the universe - 
something which we've been striv- 
ing to do since the Space Invaders 
began....um, invading. Will we 
ever do it? 


A 


: Empire leaves the military worlds of heavy machinery and 
light infantry (at last!), and enters the deranged mind of a 
would-be serial killer. Andy Nuttall, faced with Matt and 


Harry, finds he has a lot in common with Ryan. 
reamweb’'s got one 
of those very rare 


* D things in computer 


games, a believable plot. 
| say that, not because 
it could really happen, 
but because the idea of 
a dreamweb can happily sit 
up there in your imagination 
alongside extra-terrestrials, 
shamans, vampires and 
poltergeists. A long and cine- 
matic opening sequence plays 
doom-laden music, like Ennio 
Morricone’s score for The 
Thing, while a simply-animated, er, 
animation tells you the plot. 

There's this dreamweb, see, which 
exists somewhere in everybody’s 
imagination. We all travel there, 
in our dreams, which are con- 
trolled by the ‘keepers of the 
dreamweb’, seven ordinary 
people who have each been 
assigned a single node of the 
web. Their own strengths and 
weaknesses affect the web, 
which ensures its equilibrium, 
or something. Well, most of 

it’s believable, anyway. 
Right, so these seven peo- 
ple are systematically 
bumped off by an evil force, 
which replaces them with 
their own, ungodly sort. And 
you, as an ordinary Joe 
(called Ryan, 
though) are sum- 
moned by the 
monks who 
live amongst 
the, ah, fila- 
ments of 


Left: Louis, your mate, can be 
found in his flat at all times. Either 
on the toilet, or sitting on his armchair 
watching TV. This is a great example of 
Dreamweb's ability to throw in red herrings, 
interspersed with real clues and useful 
objects. Indeed, at the start of the game ina 
fit of ‘pick everything up in case I might 
need it’, | managed to amass nine Mugs. 
Why? | don’t know, I've only ever found the 
need to use one. 


the web, to assassinate the seven new 
node-keepers who live on earth. They 
have prominent positions in society, 
of course — no self-respecting devil or 
similar anti-Christ is going to assign 
important tasks like keeping nodes to 
any bum they find on the street. No, 
there’s a military General, the head of 
a corporation and a rock star, to name 
but three. So getting near them is dif- 
ficult, never mind shooting them too. 
We don't normally mention game 
manuals in reviews, but one of 
Dreamweb's pair of pamphlets is 
somewhat... special. It’s a natty little 
number called ‘Diary of a (Mad?) 
Man’, the rogue question mark for 
added ‘effect’ immediately putting 
me on my guard. It’s meant to 
account for Ryan’s actions up to and 
including the game itself; but where 
there’s the possibility of a sub- 
tle and involving insight 
into the mind of a serial 
killer, there’s actually 


- 


The Dreamweb, apart from being the title of the game, obv, is the area 
where people's dreams are controlled. By these hooded monks. Stop laugh- 
ing — it's a story, okay? The Web force from each of the baddies you shoot 
leaves the host body and returns here, and the monks celebrate. 


pages of self-indulgent twaddle, 
reading more like the angst of an 
adolescent American. In amongst 
such bizarre entries. as ‘The clock 
keeps going round. It won't tell me 
the time. Santa Claus gave a gun to 
me. Let loose the puppies of war. | 
died last night.’ There are actually 
some clues about how to play the 
game; so sadly reading the damn 
thing is something of a necessity. 
Thankfully, the game is somewhat 
better. 
Below: And here’s one of your 
targets, in mid-assassination. Killing 
General Stirling involves finding a TV 
studio, shooting a guard, climbing a 
gantry, fixing a crane and dropping 
this packing crate on the big man’s 
head. You don’t get caught 
afterwards, because the monks spirit 
you away, back to the 
Dreamweb. Which 
doesn’t half 
annoy the 


police. 
Ha. 
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publisher: Empire | 
' Developer; 
Creative Reality { 


| 2 £34.99 Out Now «| 
_ Hard Disk installable ¥ | 


~ Mouse 
When the admittedly tiny playing area is packed with even tinier detail, | 
it’s useful to switch on the Zoom mode. This gives you a little real-time = Wemory © 
magnified view in the bottom left, enabling you to not exactly see more, Suge» 
but at least you don’t have to squint at the screen as much. Useful for the 
more, ah, intimate views. Your honour. 


You begin the adventure in 
your girlfriend’s flat. 
She’s called Eden, and 


ee ee ee eee meee + eee 


ee eee typically for this 
ri * a : game, she’s lying 
tj pee | oe U naked in bed. 


There’s also the 
odd sex scene 
here and there, 
but don’t be 
expecting 
much in the 
way of fanciful 
titillation; this 
isn’t porn — it’s 
too microscopic 
for that. But be 
careful if kids are 
playing, anyway. 
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Right: Dn ee eee eee teeny, 
In addi- 

tion to 

bumping off the 

seven nasties in a similarly 
nasty manner, there are a 
few extra-curricular assassi- 
nations which need carry- 
ing out. This 58-year old 
security guard, for example, 
was trying to stop you 
entering the TV studio and 
dropping a crate on General 
Stirling. Git. | found his age, 
incidentally, by reading the 
Newsnet broadcast on the 
terminal in my flat. As you 
murder more people, the 
more sickened the virtual 
tabloids become. 
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A CD32 ‘talkie’ version of Dreamweb should 
appear soon, because the PC CD-ROM version is 
already out. The A5/600 version will be out by the 
Aha! A chance encounter with an Organiser on Eden's bed reveals the AS /600 time you read this, replete with, er, slightly fewer 
whereabouts of her employers, Sartain Industries. It just happens that one 

of the evil nouveau Web-keepers is Mr Sartain himself — but until you find 
his address, you can't go there. It's a bit like Plan 9 From Outer Space; but 
far better, obviously. 


colours. 


> 
» 
am oid 


Matt Broughton once 


bungy jumped 200 
feet off a collapsed 
viaduct in Normandy. 
What an idiot. Still, at 
least it gives us a rea- 


Below: This is just one of the many 
sub-games. Here you have to beat 
your opponents around four laps of a 
track, collecting your coloured tokens 
as you go. Good fun! 
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son to chuck him Rasputin’s latest. 


ase Jumping is, apparently, 
the latest craze. Too trouser- 
filling to be endorsed by the 
Dangerous Sports Clubs Association, 
but embraced by the East Beckinsdale 
Pigeon Fanciers Association, Base 
Jumping involves climbing up very 
tall buildings, aerials, bridges, cliffs 
etc. and then throwing your- 
self off. You 
then race your 
opponents to the 
ground, trying to knock 
them into obstructions, 
while being the last to pull | 
his chute open (i.e. the first tol } 
As you might imagine, a spade is 
standard equipment. Eau 


into two main sections} ‘the Ene 4 
and the jump. As you climb the inside 


of the building or tower you must 


get pasta number of guards (which 
appear graphigaay relevant to the 


e usual force 
, flying 
arrows, and a whole 
host operon nasty 
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obstacles. 


Standard platform, fodder Pee 


around, with switches to be switched, 


springs to be sprung, and magnets: to. 


be, er... dragged along by. As you 
jump on the heads of enemies or 


explode bombs. single letters appear — 


‘and fall down 
the screen. Col- 
fect a letter and it 


appears in a box on 


your status panel, gradu- 


ally creating a three letter. 


word. Compose a word that 
makes some sense and you'll be 


- rewarded with a points bonus. or a 


sub-game. These sub games can be 
anything from a four player break-out 
) style affair, to a game of pong, of 
even a silly shoot-’em-up. 

The single player game is moved 
along by an ever-rising scfeen, and 
points or lives will be lost should it 
catch up with you. In a twa, three, or 

four player game, it’s first to 

the top time, nét to men- 

tion time to crowd 

round the keyboard 
methinks! @® 
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Standard platform items ahoy! You've got your squash € 
bonus ‘R’, your broken glass, ladders, deadly arte s, 


er... that sort of thing. Everywinmip. 
‘ ah ad i? ¥ 
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pels accompany the 
't notice the “Drop the 


n he oe rohich is abit worry- 
y ‘ | can’t see anyone 
ile. A quirky offer- 


—— There are no laa for an Al 300-specific version, 

| but a CD32 lad is in production and will feature 

: | new levels, plus tons of graphical treats. Fingers 

- | crossed for some great tunes. “Climb the stairs, 


p ' climb the stairs — climb the stairs...” perhaps? 


Wwidka ACTION = i,t 
"Playability oozes from every pore of the 
game, the others had better watch out. 
there's a new kid on the block’... “An 
excellent, excellent football game ©. 
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AMIGA 500/600) AGAAI200/A4000, AMIGA 
O32, IBM PC, IBM PC; IBM PC CD ROM. 


' mig 12 
“The best football action game ever”... “The 
mighty Sensi is beaten at last”... The game 
really excels in the graphics 

department”... Tremendously playable”. 
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“If you thought it was all over..... _+»»»».Play this now” 


Black Legend Software. 
Fulling Mill Barn, Fulling Mill Lane, Welwyn, 
Hertfordshire. ALG 9ONP. Tel: 0438 840003 
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dislike Of all things Lemrming*y) | 


dy Nuttall foun d himself surprised whet: contitated with Cetimings 3, he actually 


ndit rather f 
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Wy you get a run of 

WV :::- on the scale of Lem- 

mings, the announcement 
of the next in a long line comes as 
less of a surprise and more of an 
expectation for games reviewers. It's 
difficult to think of a game which has 
spawned so many sequels: after Lem- 
mings there came Christmas Lem- 
mings, Lemmings 2, and the all-new 
Holiday Lemmings. With, ahem, all 32 
levels from last year’s Christmas Lem- 
mings, plus another 32, just in case 
you bought the game last year. 

And people do buy them, too. A 
year ago (or so) | remember hearing 
a report which suggested that 11 mil- 
lion people worldwide had a copy of 
Lemmings. That's 1 million buyers, 
and 10 million pirates. The sequels 
have all been there or thereabouts, 
suggesting a possible contender for 
the biggest game in the world. But, 
until now, virtually all the games 
(with the exception of Lemmings 2) 
have been based around similar 

graphics, and the 


Many of the levels you'll come across contain 
one or more trapped Lem, who's not part of your 
original band of 10. You can use them like normal, 


. Boyo. 


immediately noticeable thing is that 
the little Lems themselves are now 
slightly larger — or, as Psygnosis 
points out, they’re actually slightly 
nearer to you than their Lems 7 and 2 
counterparts. This basically means 
that DMA has been able to add more 
detail into the once-tiny rodents, giv- 
ing them slightly more realistic cloth- 
ing as well as better, smoother ani- 
mation. So now it's easier to see why 
the Lemmings 3 monicker disap- 
peared pretty sharpish. 

But the major difference is in the 
range of tools and abilities you can 
give to the little ones. There are no 
longer a certain number of jumpers, 
blockers and the others parading as 
icons at the bottom of the screen. 
Now there are just five commands: 
walk, block, jump, use and drop. The 
latter two apply to tools which the 
Lemmings can pick up at strategic 
points on each level; like spades, for 
digging tunnels; bombs, to blow 
holes in the landscape; or bridging 
block 9 build walky 


and if you free one, he will happily join your 


party. However, on levels such as this one, the 7 


The new ‘close-up’ Lems (Psygnosis swears that they’re no different, just 
nearer the camera) are so much better than the original. Pah! to those 
who say that the cuteness is lost because of the higher detail — these 
lovies are really nicely animated, and are packed with cuteness. Just 
watch the way the Shadow'tems creep. Oh; I‘nisorry; you can’t. ¢) 
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Yes, Lemmings enthusiasts the world over will welcome the re 

ror-image levels. That's where one half of the screen mirrors the other, includ- 
ing the little trap door which releases the small, furry rodents. Some people 
reckon they’re easy, ! think they're damned difficult. What do you think? 


Out of all the new tools, the Sucker is far and away the best 
example of the excellent animations in Lemmings 3. Click on the 
sucker icon, and your little blokey will fling himself at the near- 


est wall or ceiling with gusto, and begin pin-wheeling his arms to 
climb or swing across obstacles. 


St 


main band gets stuck, and you need to use the 
‘apparently’ trapped ones to help them. Ahhh. 
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LEMMING | 
PAINTBOX 


The main difference between this m 
Lemmings and the previous incarna- ee sz ot a" ~. 


tions is in how the Lems use their iat ‘okt ns ee. ae 
tools. This means that the designers 


have been able to simplify the con- 
trols so much that even a Lemmings 
dim-wit like me can use them. 
Well... almost. This is a typical 
example of a new screen — looks 
like a kiddies paint box program, 
doesn’t it? 


1. WALK 
Turns a Lem around, or makes a 
blocker walk again. 


2. BLOCK 
Changes a Lem into a Blocker, 
stopping other Lems from pass- 


ing. 


3. UMP 
Makes a Lemming jump over an 
obstacle. 


4. USE 

The main option. Any tool a Lem 

picks up will be displayed here. : p 

Cycle through the tools with the Fast forward, making tedious, 
right button, and click on the menial walking a Benny Hill-style 
required one to highlight the Dutra: 

Lemming in possession, who then 


turns red. 8 PAWS 


Stops the action for a moment, 
5. DROP 2 allowing you to scroll around the 
Drops the current tools, leaving level to look for inspiration. And, 
the Lem free to pick up other of course, it’s called ‘Paws’ 


things. instead of ‘Pause’, amusingly. 


8 te all three laid, ome of which is Shadow 
island. As you nen each of the 30 levels on each island, a little join-the 
dots line appears to take you to the next. This way you can skip back to any 
level which you didn’t do so well at. 


Something which blights Lemmings 3 is that some The new-look pick-up tools might seem a little fid- Like the original two Lemmings games, it’s quite 


of the levels are just too difficult. At least, for me dly to Lemmings vets (that’s veterans, of course, important to hit pause and take a good look at 
they are — but I’m man enough to realise that not...) but once you get used to them they're actu- each screen before you play it. Here, one of the lit- 
there are some Lemmings-mad people out there ally really nice to use. Also, they can provide lots tle Shadow Lems is swimming across the water 
who could complete this without batting an eye- of clues to the solution of the level, because you to see what tools he can find on the other side. 


lid. They just fall straight down a hole! How do can follow their trail and find exactly where they Or would it have been better to build a bridge 
you stop them? | don't know! Help! can be used. down and under the big obstacle? Hmmm. 55 


Publisher: Psygnosis 
Developer: 
DMA Design 
£29.99 Out Now 
Hard Disk instaflable 
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Mb 


Even though, strictly speaking, e 
can makes use of any of the 
only carry one 
here’ 
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CREEL. 
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The sighting of the first three Lemmings tribes, aboard the ship which takes 
them to their respective islands. The Shadow Lem reclines on the side, ready 
to fall out at a moment's notice, the Classic sits and keeps a watch out for, 
er, islands, while the Egyptian... well, I'm not too sure what he’s doing, but 
I'm sure it’s something pretty smashing. 
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SORT EI My 


Hang on... what's this? Just as you hit Pause at the beginning, and take a “AS/ 600 | e 


quick butcher's around the level, the first old curiosity is how to get 
through the huge wooden plank that's balanced across the ravine. But 
wait, because as the little blighters walk on it, it disappears! Ah, but 
56 } then there’s the huge wall to get through... with no spades. Doh! PER A ETN A 
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£ COMMAND: EARTH? r “FORCES AGAINST THE ALIEN TERROR 
ee 7° Rie 


“This is the best game 
I’ve ever seen” 97% 


COMPUTER GAME REVIEW 


1999. You are in control of XCom; charged by 
the world’s leaders to strike at the alien menace 


that’s terrorising the Earth. 


At first, you’ll scan, track and shoot 
down the slower UFOs, but that will just be the 
beginning. Whenever a UFO crashes, or lands, 
you must be there; leading a squad of armed 
soldiers from building to building, from street to 
street, using all your tactical skills to 


capture or destroy the aliens. 


If you succeed in your first missions, your 
scientists and engineers will copy the 
alien technology to create more 
powerful weapons and craft for your 
forces to use. Gradually, you’ll build up a 
terrifying picture of this Unknown Enemy, 
and their real aims and desires, then you’ll 


have to work out a strategy to stop them. 
One thing is certain - it won’t be easy! 


IBM PC screenshots shown. Actual screens may vary 
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m here’ sa sh by Isaac oe 


about these people who live 
underground. Not because 
they want to, but because they don’t 
know any different. The surface of 
the Earth had been ravaged by holo- 
caust, you see, and genera- 

tions before the ancestors of 

the race had\made their way 

down below. 

Then some of their descendants, 
curious explorer-types, found a dis- 
used lift shaft. After decades under- 
ground, the race finally made it to 
the surface, and found a new and 
prospering planet which had healed 
its wounds. And, um, that’s where 
my memory fails me, because | can’t 
remember what happens after that. 
But you get the gist. 

My point is, Subwar follows a sim- 
ilar story. The Earth’s surface shas 
been ravaged by holocaust, etc, 
but instead of going 
underground, the 
world’s giant cor- 
porations and 
business _— syndi- 
cates built huge 
underwater bases in 


pir q - 


training mission, believe 
it or not, which is sim- 
ply to kill off a bunch of ¥ @e 
robot drones floating Iam 
around my base station. 
But even this supposed- 
ly simple task is littered 
with difficul- 
ties. Mainly, 
ah, driving 
your subma- 
rine for long 
periods on accelerated 
time, without looking 
where you're going. 
you to do it. Piloting one 
of several,submarines, 
each with‘different bat- 
tling, spying and cargo- ~ 
carrying capabilities, 12 
goody-goody missions 
must be completed in 
succession. They cover a 
variety of baddy-smash- 
ing adventures, but 
each features an over- 
riding conservation 
issue; for instance, 
there’s one where you 
have to free a school of 
whales trapped in a 


mine-infested farm. 
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These ‘bio’-type thingies are actually sperm whales, but the HUD computer 
only recognises them as living life forms — hence the ‘bio"monicker. Oh, 

god, I’m going to have to make some sort of Welsh joke 
one in... Erm, Whales forever? 
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re , the atmosphere 
In the seas just Japan (I think), a : 
small group of whale ait between you believe that 


_abunch of mines in led ww a r isn't far from being 
ut | here are certain prob- 
| 1 mar the gameplay enough 

own a peg or two. If any- 
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Aha. Deati rears its ugly head in 


le have or ceived news ‘that Andy 


: fs L 
one of many ways; ifjyou’re blown tl , 
up by arn enemy sub 6ramine, you "35 S¢=" tured by ole hia tebe 
come if you should, however, @ at 


be curining enough fo hit the eject but- 

ton, you'll be shot aut of a small tube 

into-the waiting oe a of the Hun. And : 
anyway, that looks nothing like me. 


~ 
This yellow. criss-crossed thing is the 
thermal layer;.the area where the sun- —_ 
warmed water meets the cold of the j 
ocean bed. If you go below it, sonar detec- i+ 
tors which are positioned above the layer 


! | won't ‘see’ you — so suddenly diving after "ay , 
z detection will hide you from the marauding eu: 
: enemy. With a bit of luck, and a- following, um, current. 
MicroProse is shunning the A5/600 with Subwar, 
: . because the graphics are too complicated, appar- 
COMTMCT | OF @ . or im” 
UATE toe ramretiic TORPE( tf ently. However, expect a CD32 version soon. 
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As well as receiving money for completing each race or qualifier, you can 
boost your funds by collecting wads of cash lying on the road at random 
positions. Why anyone would leave tons of American Dollars in the middle 
of a Finland or Ariz@fa track I've no idea — all | know is that it’s jolly 
handy. You can also pick up the nitro boosts in a similar way, (i.e. driving 
over them). There are, unfortunately, no rabbits to kill though. Shame. 


Matt Broughton is a man whose history 
is [ittered With Minis. His mum had 
gui, 5 cise dd sue, cued is 

viel? nas ous. Nous ue ies oul. 

Siudy, 1443 ouly si sn svists, 

syutl is sry. Ui a ytniny 

3l52 49 sho syidn jiu, 1s 

assures us, 


ise bit disappointing to say the least, often 
only present at the start of each race before ste@aming off ina ‘I know" 
where I'm-going because I’ m, thé computer’ sort of way. You can keep up 
with him once you're a bit hgttér at the game, but as soon as you sod up, 
he’s off like the git he truly ig* Wo player games aré_only ‘take it in turn’ 
affairs, so you can't even begt,/our mate up. Unless fou punch him, obv. 


> 


> 


Powerdrive tries a helpful by allowing you to practice in any of the 
cars, with any of the weather conditions. This basically just involves 
bombing around with no restrictions and lots of traffic cones to plough 
through, and inh sty does nothing to improve your skill. There is fun 
to be had, however, steaming around"and seeing how fast you can run 
into y's. (Oh, how very clever, Mr Essex-Cortina — Harry.) 


Every now and then a. ca ited with a skills test. In 
these, you have a set amount of time in which to — 


complete specific tasks. These can be simple ‘stop on the 


? = 


line’ affairs, or more involving manoeuvres, with boxes to be reversed . 
into, or cone circles to be, er... circled. The best bit about this ts the little 
stewards that raise their flags when you've completed each area. 

> 


in a rather amusing 

anecdotal way, | very 

nearly gave this 

game 40 percent 

because of the 

night trials. 

As far as | 

could tell, 

the screen 

was entirely 

black, with just 

your two headlight pools. This led 

to some dreadful gameplay, and in 

fact at one point while Andy was 

having a go, his lights went out 
altogether, and he just sat there like 

a nob, banging his car against an 
invisible wall until his time ran out. | later 
found out that | simply had my monitor's 
contrast too low, and it was actually quite 
a nice graphical effect — Doh! I'm a span- 
ner, I'm a spanner, I'm a spanner... 
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VEHICLE COMPONENT CHECK 


*ebts 


You're fairly unlikely to make it round an entire lap without having 
some sort of collision, and though bumping into the odd traffic cone 
won't cause as much damage as driving head-first into a wall will, any 
damage needs to be reviewed before you move on to the next course. 
Funds collected can be put towards making repairs, often calling for a 
bit of strategic planning (i.e. if you know you're about to enter a night 
race, the spotlights must take precedence). 
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hich the. ts move across 
your bonnet as you turn, as well as 
the skidmarks and weather effects 
(although the lightning would have 
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been nicer had it been accompanied 
by a decent thunder clap) but other- 
wise, Powerdrive often looks a bit 
crude and dated. The game's main 
drain is its lack of competition, with 


the single computer opponent just 
whizzing off at the start of each 
race, never to be seen again. Per- Ye 
haps if the programmers had spent ‘ 
a bit more time on the artificial intelli- 
gence rather than ‘how real the wheels look’ they would 
have made things a bit more fun. There's also a severe 
lack of speed, and apart from the brief nitro-boost, the only 
chances to get really moving are when qualifying (i.e. with 
no CPU car). Even on the A1200, things are often a bit 
snailsome (but that could be because I'm still playing Road- 
kill!). The night races very nearly killed this game for me, 
but once I'd chucked the contrast and brightness right up 
on my monitor, it got to the point where I could get round 


even if my lights were completely buggered, albeit very 
slowly (and with the guide arrows very firmly ON!). Pow- 
erdrive is ultimately an okayish game, but with no real sub- 
stance or challenge other than keeping on the road and 
having enough money to repair your car. Sort of good, yet 
bu 
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As the match pro- 
gresses, players will 
start to suffer from 
any hard tackles 
being thrown their 
way, limping an¢ 
doddering around 
the place. By check- 
ing the bénch, you 
* can see who has 
choose to replace 
him should you 
have enough play- 
ers in reserve. If 
you don't, tough! 
Cripples United! 
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You might be wondering what's so special about this’ shot, but AHA!, “s - » } 
__. Jthat’s not me heading the ball, THAT'S THE COMPUTER! Yes, stunning eh? A . a lie 
| To be honest, this adds a whele new element to the game, and the feroci- — || 
_. [ty of some of the CPU attack$, not to mention defending headers, are | |e 
| quite remarkable. All of this v sw source m0: you qu | 
_ |possibly won't have heard shniit in a certain anion mag vichortle). Five : 
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» actess to a load more, including 5-2-3 
) and Sweeper variations. Of course, 
should you want to tweak your play 
to @ More personal preference, you 
-use of the editor which 
; /you to set player's positions 
atledet a upon where the 
Can then save these tac- 
eros! them up during 
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Above: Helpful features in the 
new. SWOS include a ‘god-like’ 
presence in manager mode, 

that watches over your team 
selections. If you make a 
good decision an enormous 
‘thumbs-up’ appears, while, 
not surprisingly, a huge 
‘thumbs-diown’ lets you know 
ofany bum deals. You also get 
@ tick Of cross by each player to 
show whether the player is out of 
position or, er... in position. 
Left; Money money money, always 
funny, in a rich man's world. Super. 
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THE VERDICT 


Publisher: Renegade 
Developer: 


Sensible Software 
£29.99 Out Now 
Not Hard Disk installable 
doystick 
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The game automatically recognises the presence 
of an A1200, and you'll get extra touches such as 
flapping flags and the spinning ‘S’ in the corner. 
Other than that, it’s all much the same. There's 
no CD32 version, simply because you can’t save 
enough information. Apparently. 
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He WO CONTROLS THE SPICE... 
CONTROLS THE UNIVERSE, 

Behold the planet Arrakis, known as Dune - land of sand and home of the spice 
‘Melange’. The spice controls the empire - whoever controls Dune controls the ’ 
spice. The Emperor has proposed a challenge - ‘The House that produces the | 
most spice will control Dune, there are no terrifories...and no rules of cs 
engagement.’ 
Vast armies have arrived. Now three Houses fight for control of Dune. Only one | ) 
House will prevail. Your Battle for Arrakis begins NOW....... 


€. re 


"Gorgeous graphics, incredible music & 
sound effects... frantic and exciting." 


Dune is a trademark of Dino De Laurentiis Corporation and licensed to MCA/Universal 
Merchandising Inc. © 1984 Dino De Laurentiis Corporation. All Rights Reserved 

© Westwood Studios Inc. All Rights Reserved 
BoEBDE 
ST/AMIGA 


Published under license from Virgin Interactive 
Entertainment (Europe) Ltd. 
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\ SOCCER SIMVLATION THAT COMBINES 
REALISM WITH FAST ARCADE ACTION? 


* TWIN VIEWS - Select either FAST-ACTION TOP-DOWN or the realistic GRANDSTAND VIEW. 
just hit the key and the switch is made - the game doesn’t slop for a moment! 

* TACTICS - Select one of the many, easy set up BUILT-IN-TACTICS options or DESIGN YOUR 
OWN! 

* [INTELLIGENT PASSING - Choose one of three different modes for pixel-perlect passing. 

Build up moves quickly and fluidly. 

SPECTACULAR - Large, SUPERBLY ANIMATED players look as if they're ready to burst out 

of your screen! 

REALISTIC - Variable wind direction, wind speed and pitch conditions that really 

INFLUENCE THE GAME-PLAY. 

ACTION REPLAYS - Select to replay in either GRANDSTAND or TOP-DOWN mode. Featuring 

FULL VIDEO CONTROLS (rewind, fast forward, freeze frame, slow motion). You can even change 

the camera angle during a replay to find out what was happening elsewhere on the pitch! 


© 1993 O.M.G.P. All rights reserved ce [ r le CI 5 c 
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WE MOST 
ASGURATE AND 
ADDICTIVE COMPUTER 
GOLF SIMULATION. 
Real tournaments played on actual 
Tournament Players Club courses. 
Read the greens - the all new 3D 
contoured grid exposes each subile 
curve. Speciality shots for tough spots 
- choose from chip and punch shots or 
fringe pult. 
* TV-style views: panoramic aerial 
fly-by of the hole. 
* 3 authentic courses - TPC at 
Sawgrass, IPC at Avenel, PGA West. 
* Compete against 60 PGA TOUR® 
Pros in 4 round tournament play. 
Software © 1990 by Sterling Silver Software 
and Electronic Arts. Package design © 1990 
Electronic Arts. TPC, Tournament Players 
club and THE PLAYERS CHAMPIONSHIP 
are registered trademarks of PGA TOUR, Inc. 


Published under license from Electronic Arts. 
Electronic Arts is a trademark of Electronic Arts 


a 

ee 

DESERT STRIKE 
Pilot your AH-64 helicopter against 
a ruthless tyrant. 
With a fiery blast from your Hydra 
Rockels you must annihilate the 
military arsenal. Take out tanks, 
chemical weapons plants, airplanes 
and SCUDs. Get debriefings and 
plan missions on detailed maps. 
Pick up fuel, manage weapon 
supplies and feel the power of a 
modern, multi-million pound attack 
chopper. 
Desert Strike™ is a trademark of 
Electronic Arts. © 1992, 1994 
Electronic Arts. All Rights Reserved. 
Electronic Arts is a trademark of 


Electronic Arts Limited. 
Published under license 


Me 
BATTLE OF BRITAIN. 
Summer 1940. The future of World 
War Il hangs in the balance. The 
cream of the German Lultwaffe and the 
aces of the RAF are locking horns in 
their most crucial confrontation yet - 
The Battle of Britain. Over 50 years 
on, you have the chance to re-live that 
famous battle and play the part of a 
British pilot or a German flying ace. 
Your performance determines whether 
the outcome is a repeat of the British 
victory or an unprecendented German 
success. 
© 1992 Rowan Software. © 1992 Virgin 
Interactive Entertainment (Euope) Ltd 


Produced under license from Virgin 
Interactive Entertainment (Europe) Ltd 
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ife at The One's been full of 
& surprises in the run-up to 
Christmas. First Matt (eventu- 
ally) shaved his beard off, causing all 
of us who hadn‘t known him other- 
wise to scream and point fingers; and 
then some weeks later he scared us 
once more by growing it back again. 
Harry, always the subject of ridicule 
for his complete inability to play 
games, shocked everybody by beating 
me at Sensi; and Jo-jo, shortly after 
joining the mag... er, wore a pair of 
silver ‘space shoes’. You had to be 
there... 
Whizz is yet another surprise. Just 


as we were reeling from the shock of 


Mortal Kombat Il, Roadkill and 
Shadow Fighter, and the fact _ 
that SWOS has finally made . — 


it in for review, a package ws NA ' 
at 


8} 4 
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arrived from Flair contain- 
ing this little number. Never 
been mentioned before; not * 
for news, previews or, 
indeed, how-do-you-dos; 
and yet Whizz, on first look, 
is rather good. 

Starring Whizz, a ‘furry 
magician’s apprentice’, by 
all accounts, the game’s 
made up from ten large 
isometric levels, in four 
graphic styles. The aim is 
to find the end of each 
level, and the items you col- | 


r fay 


Le 
La 


Siena 


lect — flags, keys, potions 
— are either to give you 
more time/points/energy, 
or to help you crack some 
of the obstacles which 
stand in your way. Each 
level is packed with ene- 
mies, which follow their 
own little set routes back 
and forth, and a few 
‘super enemies’, if you like, 
which can't be destroyed 
and merely get in the way. 

| have to say that an iso- 
metric-3D game interests 
me, mainly because it’s 
years since I’ve played one. | was ini- 
tially put off by the packaging blurb: 
“Whizz is a truly superb, ‘3D style’ 
platform game which will form the 
standard by which others are 
judged.’ Well, | wouldn’t go that far, 
but it certainly seems like a nice 
game. Let's take a closer look. 


Kindly, the monsters in Whizz's world 
are colour-coded depending on their 
hardness. If it’s red and white, it’s 
invincible and will charge towards you 
post-haste; if it’s not, then it can be 
destroyed. When they die, they give 
up a mushroom, which is either red 
(collect for added energy) or 
black-and-white (collect and 
lose energy). So you can't 
just race around; you 

have to think on 
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Whizz bears more than a passing resemblance, structure-wise, to the ancient 

Speccy game Head Over Heels. The floating platforms give it away — but 

compared to HOH, the basis for this romp is on speed as well as puzzie-solv- 

ing. So it ends up as more of an arcade game than a er. 


This stretch of shark-infest- 

ed water is an example of 

the fun gimmicks to be dis- 

covered in each of the THE VERDICT 
worlds. Whizz sinks down 

to his hat, never drowning, 

but if he swims towards 

the shark which, like all the 

other enemies, follows a 

set path, then he'll lose 

some energy. The rocket, == = prec yaRemNE 
incidentally, is one of four Be Publisher: Flair 
on each level which you can . Developer: 


launch for all sorts of D> z In-house e, 
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if you’re fed up creating, here’s an in-built disaster. 
You'd think the little people would flee from this 
beastie, but a glance at the road shows the sims 
still driving to work. Some feaiey eh? 
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visit to Mars. It’s a true classic, and 
I'm sure loads of you have been wait- 
ing for Sim City 2000 with baited 
breath. Well, if you're still alive, the 
wait’s over but only if you own an 
A1200 or an A4000 with a hard drive 
and at least 4Mb RAM. And let me 
tell you, with that kind of system 
specification | was expecting to get 
my pants blown off. 

For the six lucky sods with the req- 
uisite hardware | should explain that 
Sim City 2000 comes on three disks 
with a glossy, well presented users 
manual and an Amiga Addendum. 
The manual is clear with simple tuto- 
rials and plenty of diagrams to help 
you understand the games mechan- 
ics. Which is fine. Moving on to the 
game itself somehow makes you feel 
that something weird has happened, 
and time has slipped into reverse. The 
screen update speed and belated 
response rate to your frantic mouse 
moe is like listening to Duane 
le through the widdly-wid- 

on Esso: pet fndy). 
it c n A4000, and it 


's> 
= 


aa 


tee OS, 


ee 


~~ 


Yr 


rut ee 


nyone who babii’ t ‘usar of 
Sim City must have just 
returned from an extended 


: ti 


When it comes to tax, it’s best not to 
bleed your little folk dry or you'll end 
up with a riot on your hands. Just 
look at these angry mobs, holding up 
placards and wrecking vast areas of 
your city. Gits. 
start of the game you're offered 
three difficulty levels and four time 
zones, all adding to the games lasta- 
bility if you can keep your eyes open 
during the appalling response times. 
Another irritation is the time spent 
gazing at large black areas on the 
screen. These black-outs occur when 
windows are closed and is a symp- 
tom of the slothful screen update. 
One of the new features on offer 
gives you the chance to enter the ter- 
rain editor and customise your start- 
ing position. Personally, | wouldn't 
bother. The terrain editor is so lan- 
guorous and idiosyncratic as to be 
almost unusable. Another trumpeted 
feature is the zoning system, a 
quick(er) way to lay down your plots 
of land, roads and electric pylons. 
You simply click at the starting posi- 
tion, hold the button down, move to 
your finishing point and (after slowly 
counting to five) release. The com- 
puter will tot up the total cost and 
lay the lot down in one go. Don’t get 
me mipng here, this is actually a 
2. | Bet want you to realise 
eset is more sluggish 
ee “aah a posse of 
it k Her slugs 
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As you can see, signposts are another new feature 
of Sim City 2000. You can name streets and even 
buildings after your family and friends. Alterna- 
tively, you could just type in lots of rude words. 
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Here we've had an outbreak of fire. Several, in fact. 
It's a shame you can’t see it animated, because it 
flickers very nicely. The emergency icon sends the 
police or fire brigade directly to the problem spot. 
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The budget window isn’t the only way to save or spend your money. All the 


42 “ei options here have a bearing on the health or wealth of your little folk. Behind 


"Arid the Lord lookéd Beinn on aivineu ahi | and: saw, 
am “that it, was'a city of Sim, so he ‘spakeun: 
. _Broughtol thusz/7it’s big; 
tsit’ Slows), nent ae agre 


it’s beautifull, but aWan,_ ss 
teplying: “Youre shy 
nF i ap it ¢ WOME, daddy-o!" j: y 


i window, you may notice that the buildings are missing. This is a handy 
ition that allows for easier placement of roads and the like. 
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This gives a ied 
whole new t - VERDIC i 
meaning to the & i wtist “Sia ’ 
term ‘going at DP Bid ET This game was written for the PC, 
, A h — r [ A . . tay. . J * 
wpey is in built Shy SPE and ported across in its entirety. 


disasters ls ‘ Se ee. A cae Reducing the screen colours to 64 
flooding. The : , NP a... te 
z toes: a to & Bo” Hts be would have speeded it up consider- 
eal with this is 012 ~~ Sota ae 
to raise the B Roe ee Lan ably without sacrificing the visuals; 
offending piece | rn in, TERRe es “We 
of coastline. Aiea he an | oe after all, 256 colours for this type of 
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Alternatively, game is somewhat gratuitous. It may . 
you could re- Es . a> » MR . GS Sec SS 
ie City <a er a A have also been prudent to use the 
none ccecesseceecssesssss., | , Amiga's hardware to manipulate the 


windows, instead of the custom-writ- 
ten PC drivers. I'm sure that this 
alone would have made the game 
much more responsive and playable. 
Surely this game is the result of lazi- 
ness on Maxis’ behalf. Come on guys, 
we want to see games that take 
advantage of the Amiga’s strengths, 
not direct ports from the PC. The 
music is OK through a hi-fi, but a bit 
tinny if played through the monitor. 
It only plays at key points in the 
game, but I must say, it tends to get 
a bit irritating and repetitive. The 
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Your industries’ tax window allows for very fine control over exactly what 
gets built in your city. Heavily taxing steelworks discourages this polluting reward system, whereby you geta 


business, while lowering the tax for media, say, will encourage much cleaner . 
industries into town. prize when your number of sim-peo- 


—_—_—_—_— ple hit a certain number, is a great “cf aay, 
” ae at This is your budget win- 2 Bis : oe \ 
 eseres 25 ae SL Aids there vou decide idea, really pushing you forward to iy 
Bs Sos <—_— @| how much of a squeeze ; : tit sa 
Taide Galler ten alan: see what you'll earn next. The first oe A ig ' oh 
| People. Too much and reward, for instance, isa Mayorshouse ~-  — 
they'll emigrate to a 
Me neighbouring town. Not when your sim-people total 2,000; but ! 
o" =| enough and you'll go = 
2 newaat thr ph hehined won't tell you the others or it'll spoil the surprise. Another 
fo || the budget window and ; 
is i you'll see the water sys. great aspect is the newspaper. It's fun to read some of the 
ee ee ».g| tem. This is another new silly stories, and the paper gives you clues and pointers on 
Sate feature, and adds a y ; paper § y a 
eX 5062 Sasg ores we, Ere. “48| whole new dimension to your performance. The all-important manual is good, bar 


J the gameplay. 


the index which needs beefing up for those who like to dip 
in rather than read it all in one go. Overall, I've got to say 
| like the game, despite its faults. It's as deep as you want 
it to be, with appropriate default settings for many of the 
special features, for those of you who don't want to dab- 
ble too much initially. | hated it for the first half hour, but 
once you look past the unwieldy control mechanism you 
soon realise why people play it. I'm going to say this one 
more time — Sim City 2000 is slow. If you're the slightest 
bit impatient, deduct 20 percent off the final score. But if 
you're a patient sort of cove it will quickly grow on you. 
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| 21 in my Xmas stocking. 
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Window frenzy!!! Yes, more than one window can be opened at a time. Here 
you can see population details, the map, the size and placement of your 

neighbours and lots of graphs (horrid things), all available at the click (and ; 
wait, of course) of a mouse. 69 


It's the year 2020. 
The New Age meets man s oldest profession: WAR. 


PRINT. IS IT PROPER? 


Most advertisements are perfectly proper. 

A few are not. 

The Advertising Standards Authority not only 
monitors over 850 advertisements every month, it ensures 
compliance with the rules in the strict Code of Advertising 
Practice. 

So when you question an advertiser, they have to 
answer to us. 


In the future you may have lasers, hovertanks, and powered armor, but To find out more about the role of the 
do you have the skill to command these forces to victory? If it’s total Sigs ah atiaeiabianaihs He Ati ek batts 

Advertising Standards Authority, 
control you want, we've got it. Ina turn-based, detailed, create-your- Department X, Brook House, Torrington 
own, hex wargame that blows out the competition with astonishing Place, London WC1E 7HN. 


SUGA graphics and sound effects that will rattle your cage. 


This space is donated in the interests of high standards In advertisements. 


' From only DISK P RIC ES S 


Dept AO, 12 Meesons Mead a coy A () pz 


Rochford, Essex SS4 IBE 
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O585 348786 For every 10 disks ordered choc ree 1's to NJ > 
LLILITIES GAMES DEMOS 1200 UTILS 12 oe LES 
EPU Desk Stacker 8B k Dawn CUP De Spectrum | AGA St 


Features: 
* 256 color SUGA graphics 
¢ Tactical, turn-based hex wargame 
* Full scenario builder & unit editor 
* 14 types of near-future 

military hardware 

* Fully animated movement & combat. | 
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Pull up information on any class of units \GA Manga Slides (4) 
EDUCATION 


PLEASE QUOTE REF: “THE ONE AMIGA JANUARY” 


Games sottware Includec 


Full scenario builder and editor ee a * * SAVE £20 


Impressions 


Prices are fully inc. Cheques & Postal Orders payable to Ultra Software. Write to us at: Ulira Software 
| POAOLYS, Fulling Mill, Brouehton , Banbury, Oxon OX LS OAP EX OF 


. Harry's been a git lately. He says if Andy 
>» Nuttall doesn’t write his intros, he going to 
| systematically slag him off. No change there, 


eh 
a. 
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‘exactly the right 


then. Sob. 
rankly, people have a morbid 
fascination with pinball. Like 


one-armed bandits (or fruit 


machines, as | believe they’re now 
called. Presumably because they're 
sOnsidered ‘armless. Ha, ha) and pub 
tr la machines, pin tables attract a 
Yast following of dedicated players, 
nd yet they only consist of a few 
4 metal balls cavort- 
ing around a 
serving tray. At 
least the ban- 
dits and triv 
boxes occa- 
sionally spew 
forth money, 
but not pinball. So 

where's the attraction? 


I've got a theory. Well- . 
designed pin tables fol- ~ > 
low the golden rule | Sg 


that simple games are 
, often the best. Like all 
‘, the old arcade games: 
Space Invaders, Missile 
) Command and Asteroids, 
pinball starts off so simply 
that you could train a mon- 
key to play it. When the ball 
ts to the bottom of the 
table, flip a flipper to send it 
back up again. And, despite its 
imple appearance, it will grow with 
yOu; and as you succeed you'll dis- 
Over more and more features that 
eep it interesting. 


Fantasies not only had four well- 
designed tables, but ball mechanics 
which, to all intents and purposes, 
were real. The flippers felt solid and 
rubbery, the dot-matrix score table 
bounced and bounded with in-game 
graphics. And because it’s not even 
in the least bit mechanical, it never 
broke down. Just, brilliant. 

And now, from Sweden, comes 
Illusions. Like Fantasies, but with new 
added Multiball, ///usions promises 
much and delivers even more. There's 
one fewer table than last time, sadly, 
but what it loses it makes up for 
with... oh, I'm sorry. Matt’s just start- 
ed to write the Mr Blobby review, 
and to keep his inherent hatred of 
Britain's most toilet- 

trousers game high 

in his mind, he’s 
put the title music 
on rather loud. 
“Blobby  blobby 
blo-obbbbbyyyy!” 

God, he’s so amus- 

ing. Excuse me for a 
moment. 

Where was |? Oh yes. | love 
Pinball Illusions, and | haven't 
really played it for very long. 
Pinball connoisseurs will know, 
though, that the real test of a 
table’s mettle comes with time. Per- 
haps that’s why | know I’m going to 
be up ‘til the ridiculously small hours 

for the next few days...@ 


a Ww 


‘But for every good pin table, 


there are probably five which F 


arent worth the metal they’re 
fade from. It’s a design thing; all 
Dinball tables are essentially the 
but if x mushroom 
bumper, y ramp 
and z drop tar- 

at aren't in 


| pasitions, the game 
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5n’t gel and people 
won't play. And 
that’s where Pinball 
Fantasies came in. 
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I'm not sure what these eyes are for, but they accompany the 
Arrest feature of Law ‘n’ Justice. A bunch of thugs have escaped 
from the arms, and indeed Transit van, of the law, cleverly repre- 
sented on the ‘intelligent’ dot display. The city looks upon you 
to... fire metal balls at them. Surreal, but it keeps it exciting. 
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Annoyingly, the ball occasional- 
ly gets stuck at this point on 
Extreme Sports. The first time it 
happened Matt and | thought 
it a good idea to tilt the mon- 
itor slightly, so that the ball 
would run loose. You might 
consider us brain-dead for 
doing this, but with all the 
colours, and gongs, and 
bangs, and bells... it goes to 
ao head. It really does. 


The Extreme side of the sports is illustrated nicely by this, er, 
death scene. One of the large variety of in-game features is 
Skydiving, in which you have to hit ten lights or so 
before a timer runs out. If you don’t... well, you 
see the little man at the top? That's you, that is. 


Like real pin 
ny 4 tables, //lu- 
“#4 sions’ are 
packed to the 
>. flippers with mechan- 
— . Th ical-style features, 
And yes, ladies and | : ' 4G backed up with the 
gentiemen, here they are in all | “sy la mock-electronics of 
their glory. Oh, for the marvellous TPs | “| the dots above. The 
| feel of their pink firmness; plump yet i . bi-plane is part of the 
wepert, miles of sensual curves ending -x>~ sky-diving (see above 
im a tiny nub the size of a single i] _ —— 3 for the results), while 
= “petits pois. And the rubber coating, <" @. @. ae m the little ‘mode’ lights 
~_ gently easing the balls back up...the [7 | a \. o2§ and the other LEDs 
‘table. What's that? | mean the flip- . A= and flashers signify 
_ pers. | was talking about the flippers, | es ' 3 f other things, er, hap- 
a” dirty-minded individual. a ‘ la pening. 


JOIN THE DOTS 


Like in the prequel Fantasies, a dot matrix-type display hangs above the 
table to show your score, bonuses, and any features which you might 
rack up. It has become far more advanced, though, with every feature 
and bonus not only firing a sound sample of, say, a lady police officer 
radio-ing from a riot scene, but also a short animation illustrating the 
point. There's also some decent morphing sequences in there, which 

become even more impressive when you think of the limitations of a 

dot matrix. Clever. 
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The tunes are worth a second mention. Law ‘n’ Justice and Extreme Sports 
are blessed with far and away the finest soundtracks, but even Babewateh as 
has some happenin’ grooves, or something. As you would expect, wherever 
there’s a surfin’ theme, the Beach Boys aren't far behind. Or at least, some 
original-ish music played in a Beach Boys styley. 


First things first: Hlusions offers stun- 
ning music and sound effects.) The 
Law ‘n’ Justice table is accompanied 
i) bya stonking soundtrack, more like 
=| something from Blade Rigaaer man 
-an Amiga; while Extre rts: 
offers the most, poun n 
music I've ever heard in aga 
of a cross between Ministry (American. 
heavy industrialists) and Kraftwerk 
- (80s Teutonic beat combo). And the 
: blips, beeps, clangs and voice samples 
which made Pinball Fantasies stand 
out from the crowd are taken a few 
Domineting wich ottie Babeweteh table a ‘steps*further. We've already seen 
are, um, babes. Er, and that’s it. No, what KZ —e 2 = ; the:stupendously good graphics, 


| meant to say was this Casino, which 


really only plays a small part in the actu- e p = Dae : and discussed the huge range of 


al game. Not that the babes play much 


of a part either, but they set the scene ma $4 (@sturds? sa tldsions wins on all 


quite nicely. Anyway, the Casino can be 
opened by hitting a certain combination ” 4 re ally. Except, er, two. 
wed ; »” ‘es oe 


of features, and you enter it id SR 
a: using the flipper on the right. ~ e loss of a table. , if 
“a, »~ . . 
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' Risto b " t 1 : S salts 
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ness on Law ‘on! 
_ However, it's ‘oF 


easy there, and t . las far a 
1 gait ticuls to fault fl sSiC “ 
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125,646,763 | petis : 
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Matt Broughton assures us that he is a man without fear. Of course, we know this to be 
completely bogus, because we saw his trousers flapping while he was reviewing yet 
another chapter of Alien Breed. Then again, he could have just been enjoying it... 


part from The Chaos Engine, 
A it’s hard to think of a more 

co-operative two player job- 
bie than Alien Breed, and what with 
a Special Edition, and the fairly recent 
Alien Breed 2, fans of the game have 
never been short of something to do 
of an evening. Well it’s something like 
three years since the original game's 
release, and Tower Assault is at last 
here. But, Kimosabe, how much has 
changed? 

Well, quite a lot as it happens 
(guys ‘n’ gals) — apart from the ever- 
present stupid humans. Yes, though 
you'd think they'd have sussed the 
aliens out by now, it seems that find- 
ing limbs lying around the place and 
hearing strange burps emanating 
from behind the light fixtures isn't an 

obvious enough clue that some- 

thing's... well, ‘not quite 
right’. Needless to say, 
another sad colony has 
been completely wiped 
out, leaving the marine 
corps to tidy up, put all the 
socks into pairs, and wash 


gape Again. Ae 


One of the hardest areas in Tower 
Assault is the scientific tower. Here 
you'll find many of the lads’ experi- 
ments roaming around the corridors, 
including such delights as big yellow 
fellas, who not only have an 
enormous gun instead of a right arm, 
but can appear from out of thin air. 
And if you think they're bad, just wait 
until you come across the Predator- 
like cloaked chaps while running from 
an exploding level. Poo-poo-a-go-go 
time, methinks! 


to Andy's patented ‘use the other 
player as a shield’ manoeuvre, as it's 
now possible to fire while making a 
very fast ‘backwards tactical with- 
drawal’ (Grrr, let me at ‘em. No, real- 
ly). There is, however an option to 
make your bullets harm the other 
player (but don’t tell Andy that!) 

The non-linear stuff basically 
means that there’s not just the one 
route to the end of a level, and this 
means that Team 17 can righteously 
claim that there are over 250 ways to 
complete the game. The effect this 
actually has on the game is to make 
it feel much more like an adventure, 
with messages on-screen telling what 


“, lly the yet south, west etc. 


ne Pehings include 
alien (the invisible 


2| styles. One level 


ee have 


. you can see 
otherworldly eyes! 


C3) 


Making good use of the map is more important than it was in previous Alien 
Breed games, and with all these multiple exits, it's worth its weight in gold. 
Though not as readily available as in the previous Breed games, there are a 
number of maps left lying in the outdoor areas, and you can also often find 
such items lying around the corpses of dead colleagues. Bleh! 


than either of its predecessors, 
il makes up for about 85 percent 


Tower Assault is much more puzzle orient 
but don't fear, blasting fans, killing al 

of the game. Here, all of the auxiliary p: generators must be found and 
switched on before a door further on i level will open. This isn't normally 
a problem, but you do have to watch out for all those gittish land mines 
along the way. 


A survivor! As you can proba- 
bly see from the thickness of 
the door above me, he wasn’t 
' the easiest bloke to find, ut 
with the aidofafew © 
coloured keycards, i've m n- 
aged to find Security Chief AJ 
Robinson who lo ’ 
“in when the aliens 
The Force may be a 5 
ally, but it’s now 
bloody useful as 
As w k, he’s offa 
i ! al iof the security s 
; ‘have been causi 
me cobiahadetelanes since |! 
Cheers ears! 
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While plodding around the outside levels, 
the alien hordes are the least of your wor- te 
ries. Of far more concern are man-made haz- - 


ards such as large minefields and security 

cannons. The mines are actually visible as small 

bumps on the surface and test your concentration more than anything 
else, while the cannons (top of pic) are extremely fast and extremely accu- 
rate. Once again, it's the level designs that get you every time! The ‘A’ 
icon, incidentally, is an invincibility power-up. 
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just to add to the are in Faccer dacaule this Se ticites level is completely 
un-Breed-like and more of a strategy and patience test. The entire level is filled 


with these test mines, some of which are armed, some of which aren’t. You can 


set some of them off, but if you're too near, you'll take damage. You have to 
make decisions about risking health to get to first aid packages, but walk into 
an active mine and it’s bye bye time. Believe me, it's a lot more absorbing than 
it probably looks (turn up your telly, and listen to those mines blow!) 


The aliens appear to 
have become even nasti- 
er since their last out- 
ing, quite happily eating 
human corpses on- 
screen! This is within 
one of the human 
colonies that the aliens, 
have already been" 
through, andit ain't a 
pretty sight believe me. 
Mind you, word is that 
there could be some sur- 
vivors over in the high 
security prisoner 


be worth a look... 


section. Hmm, this could Aw 
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| guess what you really want to know _ : 
is whether Tower Assault is simply f EE 
more of the same, or something all { 
fresh and sparkly. Well, you can paint 
me in creosote for sitting on the 
fence, but the truth is that it's a bit of — 


i 


a... 
trilogy, and a worthy purchase if you haven't bought any 
of the Breed series so far (shame on you). It's also worth 
considering if you've only got the original game as it offers 
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OF THE ROBOTS 


What time do cyborgs get up? Pretty early, | 
reckon. And what do these positronic pit- 
bulls eat for breakfast? Andy Nuttall-on- 
toast probably, with eggs, bacon, mushrooms 
and brown sauce. From his pants. 


Cyborg mightn’'t be all bad | 

guess it just depends which of 
your bits are humanoid and which 
are er, ‘cyborgular’. There must be 
dozens of blokes who must some- 
times be just gagging for some syn- 
thetic bits after a heavy night on the 
town when the mind is willing but 
the flesh is weak. But not me of 
course. (Andy! You raging sexual 
tiger you — grrrr! — Harry). 

In the case of Rise of the Robots, 
however, in which our hero has a 
human brain encased in a false bod, 
it must be an absolute nightmare. 
Like when you have your leg ampu- 
tated and your bonce tells you it itch- 
es even though it’s gone, as a Cyborg 
your brain would still be sending out 
hundreds of messages which your 
body can do sod all about — like 
telling your non-existent bladder it's 
dying for a wee, or trying to scratch 
your cyber-bottom. 

Despite these obvious handicaps, 
you as the Cyborg star in Rise must 
persevere because you are the good 

guy and... er... 


| you think about it, being a 


well, good guys do that sort of thing 
otherwise they'd be a bit of a big 
girl's blouse. And just how many 
good guys do you know who answer 
to that description? (Andy, get thee 
behind me, scree-bred Son of Set — 
Harry.). 

The game is set in the future — 
way, way in the future, when niceties 
like trees, birds and flowers etc. are 
distant memories. Even the air has to >> 
be artificially manufactured out of 
cabbage, probably, in special popula- 
tion centres where the servants of 
society are robots. Or are they...? Yes 
folks, the tin cans are revolting! All 
sorts of automatons — from the 7 
lowly loaders to the sophisticated a 
military and bio-simulatory models — ba 
are laying down their servitude, pick- 
ing up their arms and getting behind 
the psychotic Supervisor — a pretty 
classy lady droid — to wipe out 
humanity. The only way to stop the 
Supervisor taking over the robot- 
making factory and eventually the 
world is to kick robot butt — with 
you as a Cyborg taking on six increas- 
ingly annoyed robots before the final 
confrontation with the morphing 

Supervisor herself. Go to 
it, soldier! “| 


The Cyborg’s only other 


A nice twist in two-player mode is a series of super 
special moves which spice up the gameplay a 
bit. Operational while in mid-play, they don't 

last long, but they include such great toys 


——__— as Invisibility, which makes you disap- 


-_ RY pear, obviously; Invincibility, or no 

suffering for a while; and Disable 
or Reverse of your 
opponent's special 


a 4 


SS moves. 


special move is the shoulder charge, which has you slemasinig at full force — 
into the enemy. It can be souped up by keeping your finger on the fire 
button to increase the power, as indeed can many of the moves. ~ 


The Crusher’s special move is aptly named the 
pincer mincer — no guesses as to which bit of 
you his pincer minces, guys! 


Apart from the story mode, in 
which you tackle each of your six enemies in order, there's 

“—™a.. also a training mode where you get to. 
robots and batter holy hell out of the Cyborg. Here the 

Builder demoristrates his ultra- powerful bottom-bouncing 

bomber jump special move. 


ne of the other 


There's no doubt about it — graphi- 
cally Rise of the Robots is the abso- 
lute tops, with amazing 3D-effect 


sprites all with marvellous fluidity of 
movement. It’s a shame there's no 
interaction with the backgrounds 
which, although adequate, tend to 
pale into insignificance by compari- 
son. The cinematic intro and cut 
screens are really cool too, incidental- 
ly. But, at the end of the day, these 


are nothing more _ than 


Suffering from an extreme personality dis- 
order and more than a small dose of 
schizophrenia, the Builder piles in to... 

nobody at all. Actually, the opponent has 
become invisible, but it’s good to poke fun. 


is 
attractive window dressing. 


We've waited a long time for Rise of 
the Robots the developers 
declared ages ago that they had the 


The Supervisor, once 
of a tough old broad —} 
against her! As well as be 


look they wanted, but the gameplay 
true Terminator 2 sty 


shown here. Jolly pain wasn’t up to scratch and they weren't 


releasing it until it was. Good grief, 
what must it have been like before? 
Once you've got over the mouth- 
watering look of the game, and start 
getting to the meat of the gameplay, 
you find a multitude of flaws. For 
starters, there aren't enough charac- 
ters — play the game on the easier 
settings and you just have to 


plough through them all again on 


As already mentioned, most of the opponents can 
be knocked off by trapping them in a corner and 
laying into them with your trusty flying kick. But 
the Crusher adds a bit of variety by being polish- 

offable (if there is such a word) using just one of 
your two special moves — the turbo headbutt. 
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find yourself beat- 
a lady to play fair. Oh 
ting into a pool of nastiness on 


? 
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a slightly more difficult setting 
— ad before facing the Supervisor. Except on 
‘Hard’ level all but the Supervisor and one other oppo- 
nent can be slaughtered by trapping them in the corner and 
inflicting repeated flying kicks (this is even true of the two- 
player mode), casting a huge question over the lastability 
factor. And the special moves — although impressive — are 
too few all round. There are some excellent touches in the 
two-player mode such as invisibility, invincibility and a ‘dis- 
able special moves’ option, but even graphical treats like 
shadows are badly designed and tend to melt into a pixil- 
lated mass when they fall on the opponent. | tried hard to 
like Rise of the Robots because it does look so damn good, 
but although | did derive some fun out of it, it was short- 
lived. If you're really gagging for a beat 'em up go for Mor- 
tal Kombat Il instead — it has more characters, more 
moves, more lastability and tons more fun. 
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| suppose that on the whole, Over- 
lord looks pretty good and works 
quite smoothly on the Amiga. There's 

bags of detail and plenty of nice peri- Publisher: Virgin 

_ od touches, though of course all the maces Spondane 

_ lovely PC Gouraud shading has been 

+} shot down in flames. Theatre and : 
5 local air operations in the run-up to D- 

: ¥ Day have been meticulously copied, BNP nan 


: ‘ and there is a flavour of realism about = | 
| mory Disks a 
_ proceedings, from the moment you 2Mb aa 

GRAPHICS “a 


1 April 
| Another Sweep. Sone vag has 
ssoid that it’s a good Jeb that 
Leigh-Maltlory has 2-3 days to 
get his sauakeins together. He 
couldn't do it during the Battle 
of Britaw. 


First day at Tamgnere. Luckily, __ report to your new squadron as a 
I have been asstgned te a 


Mustang squadron. - tae greenhorn right up until you get 


It is good to see all these into your plane. It’s a poor show 


Friemd lies around “you. It's | 
different from the Battle of Slgay) Door show!” 
Britein. ; 

“Yas. of 


ursé, we usually haye Overlord is a bit of an under- 
Early entry in my war diary, which, looking ame 
was madly ironic. Because ir. my humble opinion, — 
Reach for The Skies, Rowan Software's Battle of 
Britain game, is arguably better and at least as 
good as Overlord. To a huge extent, it’s more of 
__ the same — which is, of course, no bad thing. 


chaps, but from then on in 


achiever. If you like flight 
sims, you'll love the inter- 
minable pixel chasing and will 


doubtless also be slobbering at 
the thought of bombing airfields, 
bridges and train-busting etc. But 


while the scenario and all the missions 
in Overlord are new, once airborne, 


genes Wo 


the game plays almost identically to 


the rather ripping Reach for The i i BARLL 
Skies, (now back from leave at a bud- 
gety £14.99) despite Overlord's ‘com- 


bat lock’ facility which, I'd suggest, only 


- connoisseurs will appreciate. There's an * 


a 
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THE SPITFIRE LOOKS BEAUTIFUL AND SOUNDS POWERFUL. IT IS A GOO 
EXAMPLE OF THE OLD SAYING: IF IT LOOKS RIGHT fT WILL GE RIGHT. ITS 
PEED AMD PATE OF TURN WERE POWERFUL FACTORS IN THE BATTLE OF 
RITAIN, AND NOW THE SPITFORE IS STILL A USEFUL WEAPON. 


_ Overlord uses exactly the same engine noises as Reach for t 2sbuthas, _ 
= disappointingly in my view, cut the RT chatter. And contrary to wat it says <5 
here, ee Banca like a groggy bluebottle, farting in a milk-bottle. In 2: 


BALLET IN DISGUISE 


Despite appearances, air-to-air combat can be duller than Swan Lake. This earlier game, (which incidentally has more planes for you to © 


___ particular encounter with an FW190 was inconclusive because both pilots ; iroi ; @ 
= fell asleep at the controls. Between naps | let the squarehead get fly) Spitfire virgins can get as good a ride at half the price — 


on my tail just to show you Rowan’s new ‘combat lock’ facility with RFTS. Okay, if you're a bit of a Biggles, then the 
= which, visually at least, keeps you er... locked in combat. 


& _. and who will zoom deadly Mr Mélders himself would be hard-pressed to” 


‘accelerated mode’ which allows you to fast-forward to the: i 
good bits, and a ‘Scramble’ option which lets you bypass all a 
_the strategy, but as both these options also appear in the ‘ 


Willthe hunter <5 - triumphant from this A : Se 
become the a : tence Galt aint aa dissuade you from essaying the pleasures of own- 
hunted...? - : | me, 

a ership, so I'll say nowt more; but personally I'd like 


al 
g 


Enemy, or hop over to Duxford on a flying day. 


Overlord kangaroos a fair bit on non AGA 
machines, as the screen updates rather jerkily. 
The disk swapping, however, is not too bad. 


Hag « Ben Sas «HS a 4 tee 2 


BE HN: Dy OY 


Look out pantomime-goers, it’s a huge unrealistic brown horse, and it’s going to eat you! 
Not really, it’s just Andy, Matt and Harry looking back at the year from inside a big sack 
because they've completely run out of ideas. Ah, but which one is the arse? 


BERIND YOU: 


rm... strange year that for The 
One, eh? in the space of 12 
months I've gone from being 
the newest member of the team, to 
being the only original member left! 
This time last year a certain fat and 
jolly red-faced man (who really was a 
treat) was editing the mag, while a 
balding and bespectacled young chap 
(Simon was his name, | seem to 
remember) ran along behind him 
picking up the cake crumbs. A certain 
luvverly lady by the name of Jenny 
was busy editing items of art, and 
some fella with a goaty beard was a 
Staff Writer. Though the first three 
mentioned have moved on to better 
things (a PC mag, a PR job, and bis- 
cuit boxes, respectively) the fella with 
the facial hair has, in the ‘short’ space 
of 17 months, managed to change 
his title to Reviews Editor while doing 
much the same thing. Er... that’s me, 
that is. 

We had new arrival in the form of 
old fella’ Harry who, though spend- 
ing his first few months using far too 
big words and annoying everyone by 
changing their copy for no apparent 
reason, has settled in very nicely, and 
even taken an important role in the 
actual writing of the magazine, let 
alone the production. Andy Nuttall, 
however, is still surplus to require- 
ments, but we're working on it...” 


TOP OF THE PLOPS 


Games | hated, but other people 
rated. 1.) Valhalla (“It's in my 
pocket.” Need I say more?) 2.) 
Wild Cup (Just hold the joystick 
left or right and press fire. Oh 
yes, great fun.) 

3.) Empire Soccer (It's too weak 
for football fans, and too pappy 
for anybody else.) 4.) Stardust 
(A sluggish and clumsy Aster- 
oids clone hidden behind pretty 
graphics.) 5.) Batman Returns 
(Make the Dark Knight look like 
a nob? If any one can, Gametek 
can.) 


RETRO THING 


THE CLUE 

Oo-er, | got into tons of trouble with 
a certain policeman for enjoying this 
a bit too much, not to mention sug- 
gesting that stealing was fun. | was, 
of course, referring to this interesting 
adventure/strategy game, but the 
aforementioned person in blue failed 
to understand... There’s nothing 
vaguely like The Clue for comparison, 
and it remains the most original con- 
cept I've seen all year. Starting off as 
a small time pilferer, it’s down to you 
to move up the ladder of under- 
ground crime, plotting, planning and 
carrying out varying acts of ‘naughti- 
ness’. Brilliant stuff. 


The Clue... 


K240 


The first game that my parrot-like 
comrade, Harry Oldtrill Esq. looked 
over my shoulder at and proclaimed 
“| like that”, K240 is one of those 
absorbing games that manages to 
keep your interest by adding new ele- 
ments at just the right speed. It also 
allows you to claim asteroids and 
then change their names. This led to 
much hilarity, as asteroids such as 
‘Dog's Bottom’, ‘Pants’ and ‘Plippy 
Ploppy’ appeared at various desks 
around the office. Mine and colonise 
asteroids, while attacking aliens as 
they try to do much the same. If only 
you could talk to them, though — 
now that really would be something 
special (Wise words, mate — Andy.). 


ROADKILL 


Roadkill grabs you by the pants, 
swings you round in the air, and then 
shouts into your left ear while playing 
the guitar like Mister Edward Van 
Halen in the other. Simply the most 
atmospheric racing game ever, with 
crunching effects and stonking son- 
ics. Probably about the best-scoring 
‘simplicity verses longevity’ game 
here, injecting a new serum of life 
into the flagging, limp body of the 
top-down racer. Never mind your 
Micro Machines and Overdrives, this 
is a definite purchase for any self- 


respecting CD32 owner. 


UFO: ENEMY 
UNKNOWN 


Another of those rare games that I 
still play, even after weeks of review- 
ing. UFO, like K240, succeeds due to 
its pace of reward; the more time you 
invest in the game, the more toys it 
offers you. With a large selection of 
scenarios, aliens and weapons to 
encounter, UFO ultimately offers 
long-term enjoyment; even though 
suffering from a slight ‘speed’ prob- 
lem. The game is a must for fans of 
Sabre Team or Laser Squad. Good, 
solid strategy. With big guns. 


PGA EURO GOLF 


Tar and feather me for enjoying a 
‘boring golf game’ but | blimmin’ 
well did! Having been unimpressed 
with Ocean’‘s previous golfy offerings 
earlier in the year, they laid an abso- 
lute corker of a game right in the lap 
of Sir Horatio Attrillius, and | was for- 
tunate enough to pull his pants down 
on a regular basis (this, incidentally, 
is The One speak for ‘giving a good 
thrashing to’ which, on reflection, 
doesn’t actually sound much better 
than pulling said pants down.) Any- 
way, | had a jolly good time. 


GUARDIAN 


| actually missed out on this one 
because | was on holiday, but | cer- 
tainly did my best to make up for it 
when | got back; playing it for a cou- 
ple of days solid (and then hiding it in 
my drawer!). | was a big fan of Star- 
wing on my mate’s SNES, so to get 
something just as good, but less 
restrictive, was a right old treat. 
Admittedly it suffered from the odd 
touch of slow-down, but to receive 
this sort of consolesque joy on an 
Amiga was a real Bronx cheer. Hur- 
rah! And er... Yowza! 


ALADDIN 


An absolute masterpiece from the 
master-meister John Twiddy, Aladdin 
showed the consoles that they 
weren't so clever after all. What ever 
they can do, we can do (apart from 
the things we can't, obviously). Silken 
animations and dreamy tunes took 
the Amiga to new heights of plat- 
form joy, and with some damn chal- 
lenging level designs, gave the games 
player something extremely playable 


as well as attractive. Also responsible 
for Simon singing “A whole new 
world” very loudly. 


BENEFACTOR 


Not everyone's cut of tea | know, but 
| personally found this Lost Vikings / 
Lemmings-y offering charming in the 
extreme. There are only a few games 
that really warrant a good brain-bust- 
ing, but with a clever mixture of both 
platforming and mental agility, Bene- 
factor offers many hours of head- 
scratching (and | don’t mean that it 
comes with a free tub of nits). 


PUTTY SQUAD 


Another John Twiddy production, 
Putty Squad caught me quite by sur- 
prise. I'd seen bits of this puzzler/plat- 
former earlier on in the year, and 
really wasn't looking forward to pro- 
ducing a four page review of it. But, 
lo and behold, it was actually abso- 
lutely fantastic! Packed with quirky 
graphics, cute tunes, and tons of 
gameplay, Putty Squad managed to 
surpass the original Putty by many 
miles. With several hundred levels to 
wade through, all featuring different 
enemies and graphical styles, Putty 
Squad scores top marks in the value 
for money stakes. Essential stuff. 


Putty Squad... 
essential blue stuff. yt 
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PINBALL ILLUSIONS 


What can | say? Though some people 
seem to have a problem with only 
three tables in this package, | don’t 
know how anyone can complain 
when the quality is this high. With 
some brilliantly thought-out tables, 
not to mention the excellent sound 
FX and in-game tunes, Illusions has 
set the new benchmark for computer 
pinball games. With a few more pin’ 
games on the way, it'll be interesting 
to see how they compare against 
21st Century's multi-ball routines. 
Good luck, suckers! 


n eventful year, then, 1994. 
A My New Year’s resolutions 

were somewhat marred by 
an involuntary job-shuffle, from the 
world’s biggest Amiga magazine 
(work it out) to the world’s biggest 
ST magazine (work that out too). For- 
tunes changed by way of a chance 
meeting with a balding similarly- 
bespectacled chap by the name of 
Simon Byron in the bar at ECTS some 
months earlier. | stood him up for a 
drink after the show, but finally met 
up in the next one six months later. A 
quick phone call out of the blue, a 
covert interview with said Lord Byron 
and his chubby erstwhile editor, and 
there you have it. So, kids, if you 
want to know the quickest way to 
become an editor, get yourself down 
to a bar, and talk to the first person 
you come across. 

Actually, er, don't. | mean, look 
what happened to me; getting to 
work with the old man and a guy 
with a curious propensity for facial 
hair. And, indeed, spare a thought for 
poor old David Pleasance. One 
minute you're just another face in a 
multi-national computer company, 
and the next some bally rotter quits 
to head up a software company, 
employing Adrian Cale in the process. 
Bad luck, old boy. Suddenly bingo 
bongo, you're the boss of Com- 
modore, the star of a special The One 
photo story, and the world’s eyes 
(and the Amiga’s future) suddenly 
rests on your gently perspiring shoul- 
ders. And, the chances are, al! that 


started in a bar. After all, most things 


do. Remember, guys, alcohol makes 
you fat, bald, bearded, boggle-eyed, 
sweaty and Welsh, and blesses you 
with a poor taste in clothes. That's 
why | avoid it, of course. 


ARCADE POOL 


A curious choice, perhaps, but prob- 
ably the first great game to be 
released first-time around for under 
a tenner. Not even attempting to 
compete with Mr MacLean and his 
snooker-loopy-nuts-are-we 3D pool 
extravaganza, Arcade Pool is a 
straight, top-down coin-op style 
game with great ball movement and 
A1200 enhancements. It’s like all 
those games for the BBC Micro and 
Commodore 64 should have been, 
only better. Throw in a bunch of com- 
puter players with skill levels to give 
Paul Newman a run for his money, a 
whole range of tournaments and 


rules, and suddenly out pops a whole 
evening's entertainment. Where once 
there was only a blank disk. 


t love games that remind me of the 
early to mid-80s, when games were 
games and we loved them for it. Ban- 
shee on the CD32 leaps back in time 
to the days of 7942, piloting a small 
prop fighter in a one- or two-man 
war against the ground and airborne 
aliens. It’s got souped-up graphics, a 
stonking soundtrack and a really 
smooth two-player mode. Bang ina 
couple of controllers, and it's like Top 
Gun all over again (but without the 
sick down the back of the telly). I tell 
you, when Susie from Core delivered 
this baby into my waiting hangar, it 
was like man and CD32 joypad in, 
well, as near to perfect harmony as 
you can get with one of those horri- 
ble plasticky things. 


BENEFACTOR 


Old Ben E Factor never quite got the 
recognition he deserved, except in 
The One, despite coming from a gag- 
gle of programmers with a pedigree 
stretching back to the killer combo 
Pinball Dreams and Fantasies. Every- 
body believed in it, until review time 
when the press turned its collective 
back and shunted the poor game, 
sobbing, into the siding of medi- 
ocrity. Not me, though. It’s a slow, 
thoughtful platformer, it’s a great 
puzzle game, and it has an enigmatic 
cuteness. Its one downfall is that it 
relies too much on pixel-perfect 
jumping; but hey, | can live with that. 
If you can too, join me on a Benefac- 
tor crusade, and let's get the little 
blighter back on the shelves where he 
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THEME PARK 


I'm glad that | was the only one to 
play Theme Park for any length of 
time in The One's office, because | 
really would have got sick of the irri- 
tatingly catchy ditties and the cries of 
‘Aww, look at his little balloon’ every 
five minutes. Honestly, | was like a 
child with a new toy (a fitting 
description, actually), but I'm over it 
now. Instead | play it at home, rather 


RETRO THING (9) 


than in the office — because I'm now 
the proud possessor of Theme Park 
A500, an even greater technical 
achievement than the original. And 
what gets me is that it runs faster 
than the A1200 one did! One of the 
very few games | still play, months 
after the review — and | can’t recom- 
mend it more highly. 


It's difficult to describe sharing one’s 
hobbies with Harry; but imagine 
working in an office with a strange 
hybrid featuring Dr Samuel Johnson, 
Winston Churchill, the Marlboro Man, 
and a mannequin from Millets’ win- 
dow. See what | mean? All the more 
strange, then, when we shared a lik- 
ing for this little puzzler which spilled 
from the letterbox one particularly 
splendid morning. And when a game 
arrives unannounced, it’s not likely to 
be any good, to be honest. I've never 
seen Hazza so taken with a game, 
though, and hence the will to suc- 
ceed doubled as we battled with 
switches and magnets and huge 
metal rings. This is, indeed, one of my 
favourite things. Er, sorry. 


PINBALL ILLUSIONS 


Pinball Fantasies, the game responsi- 
ble for more hours lost in a place of 
work than any other, (except Sensi, 
of course) has at last been succeeded 
by the promise of Multiball, high-res 
screens and three exciting new 
tables. More realistic than a real pin 
table? Well, no — but given that at 
one point | tried to tilt the telly to 
make the ball move, you see that it 
couldn't really get much better. 
Either that, or I'm stupid. Yes. Excuse 
me, | have to go to the toilet now. 


ROADKILL 


Talk about a game arriving in the 
post completely unannounced and 
then getting put in the CD32 and 
then blowing us all away! Yes, talk 
about that! Roadkill's like the best 
Chrimbo pressy ever; you didn’t ask 
for it, you didn't want it, but by God 
you're going to get it whether you 
like it or not. And, er, you will. Give 
all your other CD32 games away toa 
Christmas charity (like the ‘save David 
Pleasance from the gutter’ fund), 
because when you get this little 
beauty revving. your engines you 
won't want to stop for anything. 
Except, um, sleeping, of course. And 
having a bath. Or perhaps some tea. 


MORTAL KOMBAT II 


The game which caused all the 
uproar with the moral minority final- 
ly makes it to the Amiga, and 
damned fine it is too. Sure, there’s 
blood; certainly, there are scenes of 
gore; but it's equally convincing that 
the clued-up kids of today can differ- 
entiate between stabbing, killing and 
maiming on a screen, and doing it in 


real life. it’s just plain silly to suggest 
otherwise. | mean, | grew up with 
two older brothers who used to roll 
me down the stairs on a regular 
basis, and just look at me! And they 
never played gory computer games. 
Mind you, they did fall down and 
worship Satan occasionally. 


RUFF ‘N’ TUMBLE 


Without a single word of a lie, the 
finest platform game I've ever played. 
Forget the technical wizardry of par- 
allax scrolling, cast quarter-pixel 
scrolling from your mind this very 
moment; for | have seen the light, 
and it is Ruff Rodgers. Gorgeous play, 
thumping, pumping, er, rumping 
music and a cast of enemies that Ray 
Harryhausen would consider pretty 
smart. Let's play a little game: how 
many platformers can you think of 
that really blow the pants off the 
consoles, and yet are never likely to 
see the light of day on anything but 
the Amiga? Exactly. Buy this now. 


Little Ruff... right 
up our alley. 


Need | say more? Okay, | will then. 
It’s like, well, the biggest thing ever, 
really. All the teams in all the coun- 
tries in all the world, and it even 
walked into mine. Flint, that is, in 
North Wales. Where lan Rush comes 
from, if you're interested, although 
obviously his talent didn’t derive 
from growing up in the area, because 
I'm a complete spazmo when it 
comes to real footy. Put a stick of joy 
in front of me, though, load up SWOS 
and it'll keep me quiet for hours. 
Maybe that’s why Matt and Harry 
keep giving it to me... 


POOOOOOOO-EY! 


Games | slagged, while the PR 
blokeys bragged. 1.) Prey — An 
Alien Encounter: the first, and 
worst, game I reviewed for The 
One. 2.) Last Action Hero: loose- 
ly based on the film, i.e. wood- 
en. 3.) Charlie J Cool: loosely 
based on a good game. Very 
loosely. 4.) Batman Returns... 
and then buggers off again, 
pretty sharpish. 5.) Dracula: it 
sucks. Poo. 


By Es nel N Bee On 


reetings little kindlings. When 

te | beamed down to The Planet 
One (with a bang, a flash and 

a whiff of Wright's Coal Tar soap) 
from the kittenish portals of the Star- 
ship Old Bugger six months (or so) 
ago, | confess that | thought all com- 
puter games were dungballs from the 
devil's own doggy derriére. Now, of 
course, my views have modified 
somewhat and | have become more 
discerning. For example, now | know 
that beat-‘em-ups are merely silly. 
That platformers are pointless exer- 
cises featuring some of the most 
cretinously jolly computer-generated 
tunes (I refuse to say ‘music’), ever, 
wever, pever, in the history of the 
universe, with the possible exception 
of Bronski Beat. On the other hand 
RPGs and strategy sims are produced 
exclusively for sad trainspotting Celts 
with great boggly eyes, or possibly 
pale students who have to dye their 
hair black and wee in their trench- 
coats to make themselves interesting. 
This leaves ‘God Games’ (sort of 
cyber-lego), Puzzlers ( and particular- 
ly Zonked!), Games With Aeroplanes 
In Them, (where is bloody Dawn 
Patrol? | want to buss its shimmering 
rotary Le Rhone!) and Sensi, at which, 
as you all know, | am pretty hopeless. 
The predominance of crap games 

in the market place doesn't bother 
me overmuch, as there is no reason 
why ‘good’ games should exist in the 
majority, or even prove to be most 
popular with you lot. Indeed, it is 
much more likely that good games 
should make up the minority of 
releases and that bad games should 
top the charts. Think about it: most 
TV programmes, most books, and 
most records are generally acknowl- 
edged to be utter tripe and if stuff 
like Noel's Arse Party, Edwina Currie’s 
House Party and Take That's er, 
‘Party’, can twinkle from the top of 
their respective trees, it should come 
as no surprise that a wobble-bottom 
like Kick Off 3 can squat balefully 
over the Amiga chart for months on 
end. We do ourselves no favours if 
we pretend that Amiga games are all 
fab just because we are worried 
about censorship or the parlous state 
of Commodore. To put it another 
way, and indeed to talk about some- 
thing else entirely, my Chrimbo stock- 
ing will be all-of-a-bulge on Xmas 
morning with vile ties, ghastly 
socks, hideous monogrammed 
hankies and cheap toiletries from 


Boots — but if an enlightened relative 
were to slip any of the following lit- 
tle smashers into my festive foot- 
warmer, | wouldn't half be surprised. 
Pleasantly. Merry Crimble. I'm a great 
big grumpy old Hector. 


K240 


1 never actually played K240 which, 
interestingly, bears the same serial 
number as my modern translation of 
Magna Carta (available from all good 
HMSOs). It was the first gameoid, 
however, about which | remember 
thinking, ‘Sirrah, | wouldn't mind get- 
ting my hands around your asteroids 
my sweeting!’ And so | pestered Matt 
for ages with loopy suggestions 
about which minerals to mine, where 
aliens were likely to attack, how to 
keep his people happy etc etc. This is 
because | am a sad old git who per- 
ceives that there is more than a jot of 
educational value in these ‘ere ‘god 
games’ as well as jolly fun. Sim City 
2000 might be dishearteningly gluti- 
nous and creamy but this, The Set- 
tlers and Theme Park have been 
instrumental in changing the way | 
think about games. And can | have 
my money now please, that nice Mis- 
ter McKevitt? 


= 
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PGA TOUR 
A bit difficult to swallow this (the 
manual sticks in your gullet), but PGA 
is a brilliant multi-player game that 
the whole family will treasure. From 
the depths of a porridge-brained 


Scotsman, through the desires of wr 


daggle-breath’d orthodontists, © 


comes a game for you to begin 


wobbling the mock- — 
tudor ladders of 
social-climbing suburbia, 
er... with. PGA Euro Tour is — 
a revolutionary force that 


will change the social fabric of a a S 
nation of sporting snobs. Gobblede- | 


gook, and more'’s the pity, but PGA is 
the perfect way to wile away the 
stodgy afternoon between Christmas 
lunch and the turkey & bread-sauce 
butties, (Branston optional) — partic- 
ularly if it’s a toss-up between /ndi- 
ana Jones and Chitty Chitty Bang- 
Bang on the telly — again. 


SENSI, SWOS, ETC. 


| don’t care if people think that we 
suck Sensible Software's toes, the 
fact of the matter is, that these 
games are the best-ever-game-type- 
of-game, to exist on the Amiga. All 
other football games grovel at the 
foot of the Neville Ovenden Midland 
Combination, while Sensi struts its 
tiny stuff at the head of the Premier 
League. | may not be very good at 
this game, but by Brian Little 1 want 
to be, and anyone who is sad enough 
to program an All Time Villains team 
(Gary Shaw, Gary Shaw, Gary Shaw) 
into their personal copy, deserves to 
improve enough to beat all-comers in 
the next World-Cup. Well, Andy any 
way. SWOS looks better than the new 
Holte End by the by, my lumpkins. 


REACH FOR THE 
SKIES 


ln the continuing absence of Dawn 
Patrol (fercht oder getrocken, die Her- 
ren Rowan?) and because I’m desper- 
ate to grasp a responsive control col- 
umn again, | have selected this flying 
thing for your delectation. In case 
you are in any doubt, let me say once 
and for all that | lick aeroplanes. Dry. 
So, out of its hangar for Xmas and at 
a Dowding-friendly price too, by 
Leigh Mallory!, | reckon RFTS per- 
forms like a Spit in a victory roll and 
plays as well as Overlord — if it’s just 
the dog-fighting you'll be wanting to 
try, Mister Harry, sir. So if you like 
cockpits, try vaulting into this one 
and yelling ‘Contact!’ — you may 
smash the box, but you'll be in for 
hours packed with barrel-rolling inci- 
dent, you would-be ‘terror of the 
skies’, you. 
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Whither art thou, my 
lovely Dawn Patrol? 
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ROKETZ 


lf proof were needed that some PD 
producers frequently yank down the 
silken culottes of the bigger Softies 
and thrash their blobby (pun intend- 
ed) behinds, then here it is. 
Corkscrewing and swooping two- 
player action in dimly lit caverns and, 
er... some other dark and tricksy 
places, as you control a jade-coloured 
bat-shipling and let fly at your evil 
opponent (Matt usually) with sparky 
homing missiles. Big fun, small price, 
and whopping, great, long, foul- 
smelling cigarillos all round. 
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A completely new experience for me 
this, a puzzle game. The only thing | 
disliked about Zonked! was the main 
game character — a young man clad 
in the uniform of adolescent America 
—— a country from which much that is 
artistically shallow, morally naive and 
wholly tasteless between a bap, is all 
too frequently imported. Wearing 
baseball caps back-to-front is not 
clever, Mr Scousy Psygnosis, but then 
these days | s'pose the odd fleck of 
Yankee lickspittie on your napkin is 
preferable to the great glistening 
gobbets of green euro-phlegm which 
drop into our laps courtesy of our 
partners in Brussels. Totally brilliant 
game by the way, and a refreshingly 
tangy change after The Daily Tele- 
graph crossword. 


Zonked %, Ttaiaae 
, with my, eye, 
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JETSTRIKE CD32 
‘Drop the bomb, drop the bomb, 
drop the bomb, drop the bomb, drop 
the bomb — anywhere’. Arse lyrics, 
execrable soundtrack, but, when the 
sun sinks like a flaming peach into 
the dapple-down west, quite a nice 
game after all. Once you've sussed 
out the joypad, Jetstrike is ideal for 
anyone who used to hang their 
brother’s model aeroplanes from the 
washing line and shoot at them with 
his air-rifle. Graphically quirky it may 
be, but Jetstrike puts me in mind of 
arcade games from the bygone age 
of steam and thickly-buttered crum- 
pets, and there are enough missions 
to keep the Vatican supplied with 
bishops for yonks! 


| UNCLE HARRY’'S 
HELLFIRE GROTTO 


Hi, come in. Have a wander 
round. Touch, if you dare. 
There's the mind-numbingly 
tedious Impossible Mission 
2025, which won my Game 
Which Looks and Plays Most 
Like a Car Park Award. Look, 
there's Pinkie, which is unfortu- 
nately still covered in fairy 
vomit; mind you don't slip and 
fall into the boiling lava-pool. 
Behind that big stalagmite 
you'll find Elite, but don't wake 
it up, it'll bore you to death 
with a story about how it once 
glimpsed this purple shaped 
thing in space, which may or 
may not have been An Enemy 
Thing and he was just going to 
ask it when Vram! it sodded-off 
for ever. 
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WHAT'S IN A YEAR? 


JANUARY 


Mortal Kombat: Virgin 89% 
Jetstrike: Rasputin 84% 

Genesia: Mindscape 88% 

Zool 2: Gremlin 90% 

T2: The Arcade Game: Virgin 84% 
Lamborghini: Titus 83% 

Microcosm: Psygnosis 86% 

Cosmic Spearhead: Codemasters 44% 
Skidmarks: Acid Software 88% 


Fury of the Furries: Mindscape 90% 
‘Allo, ‘Allo: Alternative 45% 


Bubba ‘n’ Styx: Core 91% 


MAY 


K240: Gremlin 90% 


Total Carnage: ICE 42% 
Armour-Geddon II: Psygnosis 86% 
Arcade Pool: Team 17 82% 

King’s Quest VI: Sierra 84% 


Ultimate Body Blows: Team 17 81% 
Mr Nutz: Ocean 77% 


Stable Masters: ESP 48% 
Apocalypse: Virgin 81% 


SEPTEMBER 


Universe: Core 87% 


World CUp USA '94: US Gold 35% 
D-Day: Impressions 72% 


Pinkie: Millennium 81% 
On The Ball: Daze 90% 
ishar 3: Daze 86% 
Soccer Stars: B.U.B 23% 


The Clue: Black Legend 88% 


FEBRUARY 


Cool Spot: Virgin 84% 


Fat Man: Black Legend 57% 


The Labyrinth of Time: EA 81% 
Brian the Lion: Psygnosis 82% 
Tornado: Digital Integration 43% 
Seek & Destroy: Mindscape 78% 
Pirates! Gold: MicroProse. 79% 
Maelstrom: Empire 60% 
Campaign 2: Empire 80% 

Mean Streets: Flair 22% 

F1: Domark 90% 

Goblins 3: Coktel Vision 80% 


Castles 2: Interplay 54% 
Fantastic Dizzy: Codemasters 84% 


Simon the Sorceror: AdventureSoft 
89% 


MARCH 


Puggsy: Psygnosis 90% 

Champ. Manager Italia: intelek 89% 
Super Methane Bros: Apache 76% 
The Ryder Cup: Ocean 79% 

Batman Returns: Gametek 29% 
Innocent until Caught: Psygnosis 79% 
Doofus: Kompart 53% 

Winter Olympics: US Gold 55% 


When Two Worlds War: Impressions 
80% 
Tube Warriors: Dynabite 21% 


Snapperazzi: Alternative 58% 
Dracula: Psygnosis 41% 


APRIL 


Darkmere: Core 82% 

Muzzy: Holbourn 43% 

Man Utd. Prem Lg Ch.: Krisalis 80% 
Statix/Mega Motion: Black Legend 
86% & 84% 


Fly Harder: Krisalis 83% 

Naughty Ones: Kompart 72% 

Prey: Almathera 17% 

Monopoly: Supervision 75% 
Bubble & Squeak: Audiogenic 83% 


Legacy of Sorasil: Gremlin 74% 
The Blue & The Grey: Impressions 


72% 
Heimdall 2: Core 90% 


JUNE 


Elfmania: Renegade 91% 
Cliffhanger: Psygnosis 21% 
Valhalla: Vulcan Software 81% 
Bump ‘n’ Burn: Grandslam 90% 
Tactical Manager: Kompart 80% 
Benefactor: Psygnosis 85% 

Last Action Hero: Psygnosis 8% 
Sierra Soccer: Sierra 83% 
Switchquiz: Switchsoft 66% 


Traps ‘n’ Treasures: Krisalis 79% 
James Pond 3: Millennium 90% 


OCTOBER 


Theme Park: Bullfrog 92% 
Gulp!: Ice 68% 


Starlord: MicroProse 56% 


Detroit: Impressions 78% 

Club Football: imagine Home 90% 
Reunion: Grandslam 80% 

Graham Gooch: Audiogenic 78% 


Top Gear 2: Gremlin 74% 
Standard Deviation: CoSoft 62% 


Litil Divil: Gremlin 74% 


JULY 


Out To Lunch: Mindscape 90% 

Surf Ninjas: Microvalue 27% 
Wembley Int Soc.: Audiogenic 59% 
Quik: Titus 80% 

Uit. Pinball Quest: Infogrames 53% 
imp. Mission 2025: MicroProse 70% 
The Inc. Crash Dummies: Virgin 79% 


Summer Olympix: Flair 77% 
Banshee: Core 89% 


AUGUST 


Ruff ‘n’ Tumble: Renegade 91% 
Wild Cup Soccer: Millennium 81% 
Wrecked: Healthwise 40% 

Empire Soccer: Empire 69% 

Vital Light: Millennium 81% 


Putty Squad: System 3 90% 
Cricket Masters: ESP 55% 


Kick Off 3: Anco 64% 


Burn Time: Kompart 59% 


Clockwiser: Rasputin 76% 
Kid Chaos: Ocean 87% 


NOVEMBER 


Aladdin: Virgin 90% 

Football Glory: Black Legend 74% 
Bubble Gun: Daze 38% 

Rugby League,Coach: Audiogenic 
70% 

Guardian; Acid Software 88% 


Robinson's Requiem: Silmarils 81% 


Zonked!: Psygnosis 85% 
Charlie J Cool: 43% 


Fifa international Soccer: EA 87% 


DECEMBER 


Cannon Fodder 2: Virgin 85% 

Fields of Glory: MicroProse 77% 

PGA Euro Golf: Ocean 88% 

Crystal Dragon: Black Legend 90% 
Embryo: Black Legend 81% 

UFO: MicroProse 89% 

Super Stardust: Team 17 90% 

Jungle Strike: Ocean 86% 

Lords of the Realm: Impressions 84% 
Premier Manager 3: Gremlin 87% 
Morton St. Back: Conf. Pelican 80% 
Zeewolf: Binary Asylum 80% 
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THOSE AMAZING 


STATISTICS 


*This December the average score 
for a game was an amazing 85%! 
‘In March it was a doleful 63%! 
*The softie with the highest aver- 
age mark was Renegade with 91%. 
But they only rleased two games, 


Ruff and Elfmania. And both scored 


---WHILE FROM THE DEEPEST 
PIT OF HELL 


91%. So that wasn't too hard. 

*The softie with the lowest av. 
score was Almathera with 17%! The 
snag, statistically speaking, is that 
they only released one game. Prey. 
Christ, it was arse. 

*This is the second time in two 
years we've done this giving us an 
average score of 100% year-on-year. 
*VAT on Fuel is 100% larceny. 
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TO GNans 3S 


Updates! Updates! Updates! Yes, as the festivities come to a bulging head, Matt, Andy, 
and The Kids From Fame bring you the latest in CD32 and A1200 remakes. Go on Bruno 
— tickle them ivories. Dance Leroy, dance! 


MARVIN’S MARVELLOUS ADVENTURE 
CD32 @ 21st Century @ £29.99 


‘m a bit disappointed folks. Not 
by the game, incidentally. Oh no, 

| actually think Marvin is a very 
good platformer, it’s just that origi- 
nally | was going to do the main 
review for the issue, and having 
played about with some early test 
versions of the game on CD32 was 
ready to turn up the volume and ‘get 
down’ to the funky dance sounds. 
Unfortunately, the designers decided 
to pull out what had been the main 


An apple a day keeps the cute little 
fella up a tree. 


game tune, and use that in the intro 
sequence, substituting a more cute, 
almost Erasure-like thing for the first 
levels. | must say that this is nowhere 
as good as the way things were orig- 
inally, but there you go! Bad call. 
Anyway... 

I've homed in on the music here, 
because side by side with the A1200 
version, there aren't really that many 
changes apart from the groovy tracks 
that accompany the play. There are a 
number of tunes, and though they 
tend to just cut out suddenly rather 


BUBBLE AND SQUEAK 
A500 @ Audiogenic @ £25.99 


ut at least, thank god, some 
ES angel of mercy prevented 
Audiogenic from calling it 
Bubble ‘n’ Squeak. Because then 
there really would have been trouble. 

Bubble and Squeak, as the erst- 
while Mr Byron (or, at least, Mr Byron 
the erstwhile editor — Haz.) so elo- 
quently pointed out, follows a rather 
similar storyline to Bubba ‘n’ Stix — 
a game which the angels of mercy 
overlooked, obv. Bubble, the brains 
of the duet, is a little boy. Squeak is 
blue and furry, possessing about as 
much brains as said Stix, or indeed a 
stick, and hence has to be molly-cod- 
died around like a sheepdog, er, 
rounding up sheep. And that’s the 
basis for this theoretically simple, but 
practically brain-taxing and frustrat- 
ing puzzler. 

This A500 conversion is identical 
in all respects to the previous A1200 
game, save for the graphics which 
are slightly more pastelly with fewer 
colours. But it’s not that noticeable, 
and certainly doesn’t detract from 
an otherwise enjoyable romp. 
The box blurb quite rightly 


bleats that it’s a platform game, a 
puzzle game and a shoot-’em-up 
rolled into one. The platfor- 
mular bits come from 


leading Squeak 
around the purple 
knobbly land- 


scape, the puz- 
zles stem from 
Squeak’s inher- 
ent thickness, 
and his stub- 
bornly refusing 
to jump at cer- 
tain points. 

| might mention, 
at this point, that his 
stubbornness bugs me. 
It's like dragging around an 
unwilling dog on its leash, because 
while Squeak is usually very good at 
walking to heel, he sometimes refus- 
es to jump to even the shortest gap. 
And when he does, you know there’s 
a puzzle looming. 

There are shoot-’em-up parts, inci- 
dentally, but they come when you 


turning until both sides are crispy. 
Serve and smother in brown sauce. 


than implement any sort of fade, 
they're all pretty good (and can be 
listened to on a standard CD player. 
If you're really sad, obviously). Anoth- 
er missing moment from the test ver- 
sion is the blinding guitar riff and 
“Marvellous!” shout that burst forth 
at the end of each level. Once again, 
I'm afraid to report that it’s been 

replaced by a simple 


The Slaaargs make 

little people from 

out of their 
bogies. 


collect a submarine token, sending 
you to a horizontally-scrolling under- 
water scene to shoot some fish and, 
er, the evil Kat-o-Nine-Tails. The old 
game Nebulus had something simi- 


Take some cold mashed 
potatoes, cooked cab- 
bage, carrots and 
onions, and fry in 
a little oil... 


cutesy plink-a-plonk-a. Shame (wipe 
those tears away, young man. — 
Harry). 

The only other point to be raised 
with the CD32 version, is the differ- 
ence it makes to the ‘instinctiveness’ 
of the play using the joypad. 21st 
Century deserve a large saucer full of 

milk and bread for having man- 
aged to make things about 
as easy as possible, 
with all of the vari- 
ous moves having 

a button of their 


own. Er... well 
done. 
So it has to 
be said that 
other than 
the above 
mentioned 
features, it’s 
all pretty much 
like that foul 


Nuttall fella said on 
page 46, with old- 
fashioned but decent 

platform fun to be found all 
over the shop. Definitely one of the 
better ‘true’ platform games to have 
appeared on the CD32 to date. [MB] 


OVERALL: 83% 


lar, if you remember. 

Bubble and Squeak won't win any 
awards for brilliance, but it’s got 
good, solid puzzles, decent graphics 
and a nice shooty bit to give your 
brain a rest. It's been out for a while 
on the A1200, but this new version 
will keep the A5/600-owning kids 
happy at Christmas. [AN] 


OVERALL: 84% 
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BUMP ‘N’ BURN 
CD32 @ Grandslam @ £29.99 


hough Bump ‘N’ Burn is a 
welcome addition to the 
ever-growing CD32 library, 
having received Roadkill, a won- 
drous example of how good racing 
games can be, it has to be said that 
the old Bumpster now comes over as 
a bit lacking as far as a CD product 
goes. Sniff. 

As far as new features go, you 
now have a different theme tunes 
for each track, some being okay-ish 
decent to drive to, some being 
extreme crap of the highest order. 
Before each track type you’re also, 
er, treated, to a ‘wacky’ commenta- 
tor voice over, telling you about the 
dangers of the next race and trying 
to be funny. I'm ‘reliably informed’ 
that the actual actor used is very 
good (the star of the CD Dream Web 
apparently) — it’s just the script 
that’s pap. All | know is 
that it’s all very 
embarrassing, and 
the sort of thing 
you want to 
avoid at. all 
costs. 

Other than He 
that, the game r* 
certainly prof- 
its from the CD 
as far as speed 
of play, and by 
that I'm really talk- 
ing about the amount 
of time that was spent 
disk swapping in the floppy 
original. There’s also the addition of 
the joypad buttons to think about, 
which, though not really making 
things any easier than the joystick 
was (i.e. it was never a problem), do 
give you a more ‘in control’ feeling 
— activating power-ups and firing 
weapons etc. 

So, apart from CD music (which is 
poor and annoying — Harry.) things 
are much the same as before, and 


a 


~ 
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Red sky at night and, look, the sheep 
are alight 


Pull over Mavis, love, | want to take 
a leak behind that apple. 


though Bump ‘n’ Burn won't knock 
your pants off, it’s the closest thing 
we've got to Mario Karts. Of course, 
as far as I'm concerned, there’s no 
real reason to play this now that I’ve 
got Roadkill (have | mentioned that 
game before?) [MB] 


OVERALL: 82% 


“Curiouser and 
curiouser,” 
thought Alice 
as her fringe 
enveloped 
the verger. 


VITAL LIGHT 


_ = 


ital Light. And what could be 


V more vital than light, | ask? 
The green of the grass, the 
glint of a tear in a small child's eye, 
the very fire of life itself. And the 
thing that stops us from bumping 
into things, of course. As it happens, 
this puzzle game from Millennium is 
not vital. It is, however, almost nec- 
essary in a 
Tetris-esque 
kind of way, 
having had af 
shortage of | 
Tetris games on 
the Amiga. 
Since, er, Tetris. 

But unlike the 
console Tetris- 
variants 
Columns, Super 
Tetris et al, Vital 
Light moves suf- 
ficiently away 
from actually ‘being’ Tetris to be 
classed in a genre of its own. This 
‘new’ genre could be called ‘Space 
Invaders crossed with Tetris’, if you 
like, because that’s exactly what it is. 

A small metallic disc, adorned with 
the colours of the spectrum, floats 
horizontally at the bottom of the 


CD32 @ Millennium @ £29.99 


er ytere 


‘Too bad she won't live, but then 
again, who does’. 


screen under your control. Hit fire 
and a burst of light, coloured 


depending on the orientation of the 
disc, shoots skywards up the tube 
towards a bunch of marauding, 
square aliens. 

The aliens attack in groups of two 


Choose from any one of the exciting 
heads shown. 

or more, each of a different colour 
to the chap next to him. Shoot one 
and he'll change in hue — and if he 
matches his friend, they will both 
explode. Some of the aliens like to 
form in huge squadrons of ten or 
more, so they survive for longer and, 
hopefully, make it to the bottom of 
the screen and fulfil their ultimate 
aim: to destroy you. 

Of course, your spinning disc is 
well up to the challenge, as long as 
you’re not colourblind and your 
brain can handle more than one but- 
ton at a time on the joypad. The 
speed and complexity of the alien 
formations increases as you get on 
in the game, testing the well- 
designed control method, and other 
sundry aliens float about as both a 
decoy and a few welcome points for 
a quick bag. It’s not an instantly- 
appealing game, but the bright 
graphics, sampled voices and catchy 
title music mean once you become 
hooked you'll find yourself going 
back to it again and again. 


OVERALL: 81% 


Why not warm the cockles of your Amiga’s drive with some cheap and oh-so-cheerful 
games this Michaelmas? Allow Matt and Harry to poke through the embers and stoke up 


a fire in your pocket 
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SHUTTLE 


that will never go out. 


To land the shuttle, simply press the grey button. 
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Hit Squid 14.99 


f games were made to go to 

i school, Shuttle would be the 
class swot. While Ruff ‘n’ Tum- 
ble sat at the back throwing ink 
pellets, farting and ‘mmm-ing’ to 
| put off Mr Pants the maths teach- 
| er, and the other pupils tried to 
| impress Gem-X by staging mock 
| fights, Shuttle would be sat right 
at the front, doing its homework 
and asking all the right questions. 
You see, on paper, Shuttle 

|; would get a little gold star. It 
| accurately simulates one of 
| NASA's pride and joy, and allows 


' you to take the beast on test | 


flights and up into space with a 

series of set missions. But 
| although the game would pass all 
| its A-Levels, it would be crap at 
| football, because it is, quite sim- 
| ply, utterly, utterly unplayable. 

Utterly. 

The fact of the matter is, space 

| shuttles aren't the kind of things 

you or | could handle in real life, 
| so for a simulation to be any fun 
| it would have to be drastically 
| simplified. But Shuttle isn’t. There 
| are more dials and gauges in this 
| game than all the other 
| flight sims put together. 7 
| And that, for me, doesn’t “NX 


| — which is the point of a game 
| in the first place. 
Nope, you'd be better off play- 
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} accurate analogy | can come up 
with. And the pretty-but-slow 3D 
graphics engine doesn't help. 


TATE Tet 


| make the thing entertaining \™“ 


ing a manual — that’s the most | 


So the programmers should get a 
pat of the back for being so clever 
and cramming an entire shuttle 
onto a couple of floppies. But a 
smack in the gob for being smart- 
arses and missing the point entire- 


ly. The old Dragon 32 game! played | 


as a kid was much more fun. [MB] 
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icroProse’s year-old game 
is a straightforward beat- 
‘em-up with one subtle 
difference: the combatants are ugly 


| women. With six gruesome bitches 


to wrestle with, and a variety of spe- 
cial moves at your disposal, it’s your 


| job to rearrange the faces of people 


you wouldn't consider snogging 
even if it was for a slice of Dairylea. 
Actually, that’s a lie — but it’s a 


| damn sight more interesting than the 


real game which is, to put it bluntly, 


| crap. Even at this price. 


The idea behind it is interesting 
enough. Twelve planes have been 
plucked from history for you to get 
to grips with. There are a variety of 
missions to tackle, each historically 
accurate (or so it says here), and each 
suitably different enough to warrant 
inclusion. Spitfires, MiGs and other 
much-loved aircraft can be flown, 
and each supposedly handles as it 
would in real life. 

But by far the area with the most 


Hurry Caine! The photographer i 


ith Overlord falling smack 

Way bang into the category 

marked ‘Pretty Good’, it 

comes as some surprise to find that 

the flight sim Rowan Software cre- 

ated previously is a damn sight bet- 
ter, and now even cheaper. 

It's back to the days of the 

Battle of Britain, where 


the War was 
J decide purely by 
™ the pilots’ 


courage and not by 
who had the best 
lock-on _ facility 


oo 


and the most intelligent missiles. 
You can play on the good side (the 
British — obv.) or the bad side (the 
Germans — boo!) and take part in 
simple one-off missions or the 
entire campaign. Strategy buffs can 
even play a bigger part in the 
deployment of reserve planes to the 
different airports over the country, 
but it’s all pretty basic stuff and not 
worth bothering with unless you've 
got no friends and lots of spots. 
The 3D routines stand up sur- 
prisingly well to today’s flight sims. 
On an A600 it chugs along nicely, 


EA GHEE: 


potential is the 
‘What If?’ section 
which allows you 
to taken on any of the 12 aircraft in 
another of your choosing. So, a WW2 
plane could be pitched against a 
Super-modern aircraft, and the 
results are sometimes surprising. 
Okay, so far so good. But where- 
as Dogfight should be an airborne 
scrap the likes of which we've never 
experienced before, it actually turns 
out to be very dull. The 3D routine 
is sub-standard compared to Micro- 
Prose’s other sims, and the action 
itself amounts to little more than lin- 
ing up a few pixels in a cross-hair. A 
real missed opportunity, sadly.[HA] 
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Hit Squad £14.99 | 
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but on an A1200 it’s positively | 
beautiful and the shading and shad- | 
ows give such depth to the various | 
views that it’s hard to believe that | 
the game is almost two years old. 

In fact, I'd go so far as to say that 
Reach For The Skies is the third best | 
flight sim on the Amiga. If you've | 
played Knights of the Sky to death, 
and Combat Air Patrol is a little too | 
modern for you then this is certain- 
ly well worth a few quid or 15. [HA]. 
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The grey thing raced over the brown bit towards the 
black bit, which was just below the large blue area. 


alk about over-saturating 
the market! PowerPlus 
obviously thinks we're a 


nation of frustrated wannabe 
pilots, as this is the third flight sim 
(counting Shuttle) released this 
month. 

So what's different? Well, F- 
117A simulates a more modern 
aircraft with enough firepower to 
blow up a small country. And 
while that is a good thing (newer 
crafts are generally easier to fly, 
and blowing up things is a lot sim- 
pler) for some, and this includes 
me, proper dogfighting with 
whirling props and chattering 
Spandaus is more preferable. 


— | 


Oh my god I've po 


And it’s for this reason alone 
that the game is scoring slightly 
less than Reach for the Skies. 
While F-177A has better presenta- 
tion, the actual combat element is 
less exciting than Rowan’s simu- 
lation. Had these two games 
arrived separately, I'm sure I'd be 
raving about F-7177A, but when 
you can pick up a better game for 
two quid less, it’s hard to enthuse 
about it. Of course, if you prefer 
flying the friendly skies in a more 
modern plane, then simply swap 
the two marks over. [HA] 


PGA TOUR GOLF PLUS 


Hit Squad £14.99 
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some software companies scour 

reviews for small quotes they can 
stick on the back of a game’s box as 
some kind of unofficial endorse- 
ment. With this in mind, | have the 
following to say: This is the best golf 
game there is... excellent. 

Oh. Glancing at the bottom of 
PGA Tour Golf's new budget pack- 
aging reveals that some former col- 
league has got there first and 
uttered the exact same phrase 
(which is why | said it too — it was a 
joke, you see). Surely this is mislead- 
ing. By my reckoning, the game is 
over four years old, and the quote 
probably isn’t valid any more. After 
all, everyone knows the best golf 
game is PGA Euro Golf. 

Still, if you haven't got the cash 
to snap up the more polished ver- 
sion, now’s your chance to pick up a 
little slice of gaming history with the 
added bonus of three additional 


f t's come to my attention that 
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Luminous pants are 
a golfing temptation 
to be avoided! 
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courses for a more than reasonable 
price. Yum! 

PGA Tour Golf is simple stuff. The 
interface is clear and intuitive, but 
not so intelligent it does all the work 
for you (a problem that plagued 
Ocean's ‘Winona’ Ryder Cup Golf). 
The graphics, too, are pretty basic, 
but that’s no bad thing as many golf 
games — and MicroProse’s springs 
to mind here — have been too ambi- 
tious with the visuals and slowed the 
whole thing down. Nope, PGA Tour 
relies purely on playability. Which is 
what makes it so excellent. 

At this price you'd be daft to miss 
PGA Tour Golf. Since its new appear- 
ance, it’s certainly had us hooked 
and even on some occasions more 
participants than a league of SWOS. 
And you can't recommend some- 
thing more highly than that. [HA] 


i challenge Anneka to 
completely re-build 
the town of 
Trondheim. With her 
bottom. 
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nice little software prize, in 
the shape of our copy of 
this very game, to the clever 


reader who can tell me which giant 
of Be-bop (that’s a kind of jazz, pop 
addicts) wrote the memorable tune, 
entitled ‘A-Train’. Got that? Okay. 

God games, though. They’re great 
aren't they? | mean, | like nothing 
better than to look down on the rest 
of you buggers from atop Mt. Olym- 
pus, a-dabblin’ in your affairs, a- 
stealin’ your girlfriends and general- 
ly metamorphosising into interesting 
waders, including, on one memo- 
rable occasion, a spoonbill. 

No but seriously, when a game’s 
got a Maxis pedigree, then the gods 
themselves do tremble. And A-Train 
was a particularly cunning attempt 
to steal the sacred Signal Box of 
Dreams from Hornbius, god of rail- 
ways, because unlike the company’s 
previous offerings, it didn’t have the 
word ‘Sim’ in the title — which was 
odd, because that’s exactly what it 
was. Crazy-bonkers, eh? 

When A-Train was released, it 
went buffer to buffer with Micro- 
Prose’s Railroad Tycoon, and won. 
It's been out on budget afore, (The 
Hit Squad wanted £17.99) but this 
time it's Maxis itself which has re- 
released the old choo-choo, (at a 
plumb loco £14.99) to co-incide with 
the second (or is it the third?) com- 
ing of several other things which it 
has but newly-budgetised under the 
‘Sim Classic’ label, to capitalise, no 
doubt, with the release of Sim City 
2000 on the Amiga (see our review 
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on page 68). But this time you also 
get a free two disks-worth of the A- 
Train Construction Set, which allows 
you to edit your terrain as well as 
your trains, instead of just sticking 
to the set game scenarios. 

So what's it all about? A-Train 
combines the classic, er... Sim Clas- 
sic business of masterminding a 
metropolis, with the creation of a 
transport system (the trains bit) and 
financial wheelin’ and dealin’ on a 
stock exchange. The game scenario 
is that at some time in the not-too- 
distant future (i.e. next week, prob.), 
the transport system has encoun- 
tered ‘smell-lock’, and no-one can 
move for all the pollution and stuff. 
Governments act and ban the use of 
all vehicles which rely on the infer- 
nal combustion engine, leaving the 
railways with an effective monopoly. 
In short, politics fans, John Prescott’s 
dreams have come true — or have 
they? ‘Cos what remains, John, is 
not a nice big state monopoly, but a 
commercial free-for-all in which you 
endeavour to emerge as Isambard 
Kingdom Brunel rather than good ol’ 
Casey Jones, who though undeni- 
ably fab at a ‘steamin and a rollin’, 
couldn't add-up for toffee, and 
never wore a pin-stripe. 

A-Train is hard; not in the sense 
of punching someone lots and hav- 
ing eye-catching tattoos, but in the 
sense of ‘a bit of a bugger to win at’. 
Ah, but then who said it was easy 
being immortal? [HA]. 
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- that is). 


hen a_ third- 
party publisher 
decides to 


release a compilation, it is 

_ usually forced to take a 
>= package from another 
a software house and 
i’ therefore inevitably to 

comprise with a mixture of 
A and B-grade titles. Thus, 
the comments from many 
reviewers tend to read: “Gener- 


| ally a good compilation, but only 


really worth buying if you haven't 
got so-and-so.” 
Well, | can firmly state that this 


/ Beau Jolly release breaks all the 


rules. In fact, I'd go so far as to 


| declare it the best compilation I've 


ever come across, and one that’s 
worth buying even if you have 


| three out of the four titles includ- 


ed. Wow, eh? 
Let’s kick off with the ‘weakest’ 
of the bunch — a game that’s still 


| worth the 84 percent we gave it a 
| year ago. Converted from the pop- 


ular Williams coin-op, 72: The 


| Arcade Game is a shoot-’em-up 
/ very much in the Operation Wolf 


mode. Split into several distinct 
and taxing missions, it’s your job 


3 to stop the rampaging Terminators 
| from travelling back in time and 
| taking out John Connor (who, as 


| fans of the film will know, is des- 


tined to become mankind's saviour 
after the nasty machines take over 


| the Earth). 


Converted by Probe, who with 
this and Mortal Kombat proved 


| that it was possible to convert a 
| decent arcade game to the Amiga 
| with a negligible loss of quality, 


T2: The Arcade Game is an enjoy- 


| able blast. The graphics are finely 


polished and the music and sound 


/ effects help drive the game on 
; nicely. But it’s the relentiess non- 


| stop action that really grips, with 


only experienced gamers standing 


_ achance of getting very far. 
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Next comes The Chaos Engine, 
arguably the best top-down shoot- 


‘em-up the Amiga has ever seen. 
Presented with the now-obligato- 
ry Bitmap Brothers spit and polish, 
the game places you and a second 
player (either computer- or | 
human-controlled) in a series of 
puzzie-based missions, where 
secret rooms and hidden areas are 
an integral part of the action, 
rather than superfluous fillers. 

| reckon chubby Dave Upchurch 
under-rated this when he first 
appraised it, as its score should 
have been at least well into the 
90s. And it’s still tops even today. 

Cannon Fodder 2 has just been 
released, but in honesty this pre- 
quel is slightly better mainly 
because the missions aren't any- 
where near as hard. A set number | 
of troops are at your disposal, and | 
it’s your job to take out any enemy 
soldiers, buildings and vehicles 
using machine guns, grenades and 
anything else you can lay your 
hands on. A year on, this still 
remains one of the best arcade 
games on the Amiga. 

Sitting alongside these three 
shoot-’em-ups is The Settlers, Blue 
Byte’s enchanting god game. And 
—yes! — it's the best of its genre, 
mainly because it’s so damn cute. 
Once you've constructed a few | 
buildings, it’s hard not to sit back 
from your monitor and marvel at 
the fully-functioning community. 
Fishermen, woodcutters, foresters, 
knights... all these and more can 
be found in the game, and each 
has individual traits that dictate 
how they go about their business. 

At £34.99, this Beau Jolly com- 
pilation (which, interestingly, has 
no name) is a blimmin’ bargain. 
Every single one of the games 
included is one of the top games 
on the Amiga, and even if you’re | 
missing only two, I‘d advise you to 
part with the cash. [MB]. 


“Mornin’ Jethro”. 
“VMiornin’ Tom”. 
“| see Vicar stayed up at 


the big house again last 
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night. T’isn’t natural”. 
“Aye. Bustards are 
matin’ so they dosay”. 


“Aye...” 
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\GENERAL TIPS 


Christmas is a time of , here's only one real way to you'll find it difficult, but start on mis- 
ie become an_ expert at sion one and just try flying around the 
Zeewolf and _ that's to landscape for half an hour and 
% come proficient at the mouse you'll be surprised just 


tips, of hips and haws © 
and saline drips, 


control. Although the joystick how satisfying _ it . 


when noses glow like method is perfectly fine for becomes. eh. 
5 beginners, once the missions Even when you are pro 


. a start getting real tough (from ficient with the mouse you'll 
fairy lamps and ; ; mission 12 onwards) the joy- find that landing without a 


\ stick doesn’t react quickly bump can be difficult, so try 2 
\ enough to get you out of this little tip: when you're 


festive stamps, when x ma trouble. ready to land, drop your land 


’ 


tongues adhere to 


The mouse control is ing gear and then press CTRL to 
antiers on the % actually not that difficult, just switch to joystick control — the 
remember to use very small autopilot now kicks in and you'll land 
reindeer butt and movements. Don’t imagine perfectly every time. When you're ready 


you're sat in the cockpit of the to take off again, simply raise your gear 
helicopter when you're fly- and when you're clear of the ground 
ing, imagine you're sort of press CTRL again to return to mouse 
, controlling it by remote control 


knobs on doors are 
twisted shut, when 


- ' control (which you are Vultures (enemy 
candle wicks are ' after all). Don’t bother attack helicopters) take 
touched with fire and | messing about with two AAMs to down, 

; the throttle (right but whereas all the other 
holly prickles with | s » ton) when you first start, just enemy aircraft take one. 
| r spend some time getting used Mantis (Anti Aircraft 
desire, and when at fr to how the Zeewolf reacts Artillery) also take two 
| 4 when you move the mouse AAMs to destroy, and 

last the Yule log | x Remember that the Zeewolf Cobras only take one. 
f Lt ad | is designed to react a bit like Use your full range. The 
comes, my favourite a real helicopter — just enemy installations have the 
. . because you've moved the same range as your weapons. As 
tips are in The One. mouse dent expect an soon eae He es in 
(Help, let me out). | immediate change of your gun camera you're in 
direction, there’s inertia range, so don’t take on multiple ene- 
to deal with, which mies if you can avoid it. Pick away at 


means the helicopter is going to take a heavily-defended areas by attacking the 
couple of seconds to switch to the new outer defences first. 

heading. It may all sound complicated To earn extra points rescue extra men 
and the first time you try the mouse — if the mission tells you to rescue 5 out 
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of 7 men then do the rescue before fin- 
ishing the other objectives and collect 
all 7 men. Also, before you finish the 
last objective in a mission make sure 
you've got as much ammo on board the 
Zeewolf as possible, because unused 
ammo gives you more points at the end 
of the mission — and extra points bring 
you closer to that extra life! Enemy 
frigates are armed with turrets that 
either fire homing missiles or shells — 
both of which are deadly if the turret 
gets a bead on you. The turrets, 
however, have a limited 
amount of traverse, so 
always attack them 
from behind because 
the turret can’t turn 
right round. 

There’s an extra 
life to be found on 
mission 26: Brass 
Rubbing. In one of the 
domes you'll find a 
replica Zeewolf; pick it up 
on the winch and carry it back 
to the carrier to receive an extra life. 

Make sure you read the briefings 
properly. Often you'll find that rescue 
details haven't been included on the 
tactics screen, and it can be infuriating 
to fly around a landscape waiting for 
the mission to end because you've for- 
gotten how many men you're supposed 
to rescue. 

In order to mate a lone king with two 
bishops it is not only necessary to drive 
the opponent's king to edge of the 
board, but also into one of the corners! 
Sometimes the briefings will indicate 
that you have to do a particular job 
(maybe a rescue, or destroy a particu- 
lar enemy) at one of several sites. Once 
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| ~~ you start the mission 
A you'll find that all the 
mystery disappears 
because the exact loca- 
tion is marked on the tac- 

tics screen. 

Be careful when shooting open 
bunkers and barracks. Once the doors 
are blown open, stop firing. There is the 
risk that you can destroy the building if 
you keep firing before the little man 
has a chance to get out. Obviously, 
if you've rescued enough men for that 
particular mission and are feeling 
mean, then go ahead, kill as many of 
‘em as you want! 

Remember that you lose 
weapons when you die, so if it 
looks like you're going to lose 
a life on a mission, don’t over- 
load the Zeewolf with weapons you 
may not get the chance to use. This is 
particularly important because you can 
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find yourself on a mission with no 
weapons left and therefore no way to 
complete the mission. 

Take care of payloads. If you're car- 
rying a payload don’t go bashing it 
about. All payloads can be destroyed if 
you bounce ‘em on the ground too 
much, and if you lose one it can be dif- 
ficult to complete a mission (mission 8: 
Where the Buffalo Roams for example). 


MISSION SPECIFIC TIPS 
One of the most difficult 
missions to tackle is mission 
22, Berserkers. In this mis- 
sion you're given two 


Buffalos on the deck of the carrier and 
you have to destroy three enemy bases. 
Each base contains a dome. 

Normally, with two Buffalos things 
should be pretty easy — just hover 
around the Buffalos while they trundle 
taking 


about out the enemy. 
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work on Berserkers because the 
enemy will target your Buffalos 
before you, and will take them 
out in double quick time. 

But there is a way to complete 
the mission because in the first 
dome (directly to the south of 
your start position) you'll find 
another Buffalo. Use the Buffalos 
on the carrier to take out the 
defences at this first base, and 
blow open the dome to release 
the third Buffalo. It’s this third 
Buffalo that’s the key because 
the enemy don’t target this one 
and it can therefore trundle 
around quite happily and take 
out the other bases. Another 
toughie is mission 24, 
Hippodome. Here you start the mission 
with very limited ammunition (only 50 
cannon). Just to the north of your start 
position is a blue dome with a Camel 
resupply vehicle inside. The dome is pro 
tected by a Hippo. The ammo on board 
is enough to either take out the Hippo 
or the dome, but not both, so what you 
have to do is get the Hippo to take out 
the dome! 

Position yourself so the dome is 
between yourself and the Hippo, and 
while keeping in range of the Hippo (if 
it's in your gun camera then you're in 
range) put your gear down and keep 
sort of hopping up and down behind 
the dome. Eventually the Hippo will 
Start firing at you and: eventually some 
of the shots will hit the dome and blow 
it open. Once this happens, lift your 
gear and take out the Hippo before 
docking with the Camel and loading up 
with loads of lovely ordnance! 
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On the sixth day of Christmas my true love gave to me, the skull of teleportation, the socks 
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of Kilrathi, the woolly tie of W'Oolwirthz and a nice orange. 


or those adventurers having 
ie trouble getting started simply 

click ‘DONE’ upon entering the 
Character Generator. When you begin 
the game you will have the two char- 
acters from the story - Bethan (level 2 
Cleric) and Yorath (level 2 Warrior). 
Both characters have excellent weapons 
and enhanced stats. 

A character's inventory cannot be 
viewed until the start of the game. Here 
is a complete list of all the characters’ 
possessions. 

Morlock. (Paladin) Shirt, boots and 
pants, Knights’ holy symbol, meat 
bread, apple, water flask, short sword, 
torch. 

Delphina. (Thief)Shirt, Silk pants, apples 
(x3), water flask, lockpick, dagger, 
torch. 

Sonja. (Warrior) Shirt, trousers, leather 
armour, meat (x2), water flask, short 
sword, torch. 

Mirianda. (Assassin) Tunic, boots and 
pants, meat, water flask, longbow, 
Quiver, torch. 


Apollo. (Paladin) — Shirt, 
knights’ holy symbol, 
leather armour, bread 


(x2), water flask, short 
sword, torch 
Xandar. (Mage) 
Magerobe, apples (x4), 
scroll (Light), Scroll (Missile) 
water flask 
Delanor. (Cleric)Clericrobe, pants, 
apples (x2), Potion (Healing),water 
flask, Clerics’ holy symbol, mace, shield, 
torch. 
Toecutter. (Thief) Shirt, boots and 
pants, meat, bread, apple, water flask, 
dagger, lockpick, torch. 
Jasmine. (Assassin) Shirt, silk pants, 
meat, water flask, blowpipe, torch, 
cloth bag 
Sirina. (Mage) Magerobe, bread (x3), 
water flask, Scroll (missile), Scroll (com- 
pass), Scroll (light). 
Waylander. (Paladin) Shirt, boots and 
pants, meat (x4), water flask, short 
sword, torch. Watabe. (Warrior)Shirt, 
boots and pants, apples (x3), water 
flask, short sword, torch. 
Thelzidra. (Mage) Magerobe, meat (x3), 
water flask, Scroll (light), Scroll (shield), 
Scroll (strength). 
Myrkul. (Thief) Shirt, boots and pants, 
bread, apple, water flask, lockpick, 
dagger (x2), torch. 
Oltravar. (Cleric) Clericrobe, boots 
and pants, leather armour, meat, 


water flask, potion (healing x2), Clerics’ 
holy symbol, mace, torch. 

Etrigan. (Warrior) Tunic, boots and 
pants, bread (x3), water flask, short 
sword, shield, torch. 

Morgana. (Cleric)Clericrobe, apples (x3), 
water flask, potion (healing),mace, 
Clerics’ holy symbol, torch. 

Malik. (Assassin)Shirt, boots and pants, 
meat, water flask, sling, torch, cloth 
bag. 

Yorath. (Warrior)Shirt, boots and pants, 
helm, meat, bread, torch, water flask, 
large shield, longsword +1. 

Bethan. (Cleric) Clericrobe, boots and 
pants, meat (x2), water flask, Clerics’ 
holy symbol, potion (healing x2), mace 
+1, torch. 


LEVEL 1 
Don't think for one minute that you 
can race through this level killing 
everything in sight. Before entering 
combat make sure all scrolls are 
scribed and weapons 
are ready. Also ensure 
that weak characters 
are at the rear of the 
party. When you 
enter combat with a 
creature always pay 
attention to your 
Health, and flee from 
combat if things get to 
tough. Break all wooden 
doors you find before opening 
them, this will give your characters 
extra experience points. 

In the storeroom go to location 
X:10012 Y:9998 and press the switch 
on the north wall. This will move a 
wall to the right giving you access to 
some useful items. A rope can also be 
found in the storeroom. 

Take the equipment key back to 
the barracks and unlock the door at 
X:10002 Y:9987 for 2 potion bottles. 

After killing the guards in the 
Arena go to the Door with the red 
gems and wait. When it opens run in 
and kill the guard. The switch for the 
‘GO BACK’ door can be found by 
walking backwards twice, this will 
reveal an illusion. Pressing the switch 
on the West wall will open the door. 

Depth 2: After killing the guards 
use the key in the wall lock at 
X:10017 Y:10000. The door has a 
time delay lock and will open after 
about 10 seconds. 


LEVEL 2 

In the guardroom. Find a shelf with a 
shortsword, now turn right and walk 
into an illusion to find a helm. A switch 
can also be found at X:10009 Y:10000 
which removes a wall at X:10008 
Y:9998, this leads into a small room 
with two pillars. This room also has a 
switch to enable you to move between 
the two locations. 

Find a switch in the Barracks to move 
the second pillar. This can be found 
next to the apple. The General's door 
switch also moves the pillar at X:10008 
Y:9992 where you will find a chest. 

Depth 2: This room has 2 doors, 2 
wall gem slots, 4 shelves and an illu- 
sion. When the Longsword or Wand of 
Light are removed from either of the 
shelves a pit will open up on the square 
where you are standing and drop you 
through to the next depth. To avoid 
this, quickly walk backwards after 
removing an object from the shelf. The 
illusion in this room hides a pit which 
you can climb down using the rope 
from the storeroom on level 1. 

Depth 3: Kill the guards in this room 
to gain 2 more gems. The door at 
X:10020 Y:10008 leads back up to the 


LEVEL 3 

Several creatures need to be killed 
before you can start exploring this level, 
so make sure you have weapons and 
spells ready. Try not to hang about in 
one place for too long, and if things get 
rough head for the ‘Sanctuary’ room (to 
the West) to rest your characters. 

Go to location X:10012 Y:10007, this 
switch will turn off the pit at X:10020 
Y:10003 giving you access to several 
rooms. Search the walls for illusions. 
Hack down the door to the cells and 
search for a switch. Search the grate at 
X:10018 Y:9999 and you will find the 
scroll of light. Go to the floor switch at 


X:10008 Y:10006 and turn on the wall 


at X:10005 Y:10004, peepnperse 
now click the switch at 
X:10006 Y:10003 to turn & 
on the Fireballs, now go 
back to the floor switch 
and stand on it. The fire- F 
balls will destroy the FP 
door at X10007 Y:10004 
and kill the creatures E 
inside. When the crea- 
tures are dead stand on 
the floor switch again to BS 


room with 2 gem slots. Make sure you 
jam this door with a dagger before 
going back upstairs otherwise it will 
close behind you. Now place 2 of the 
gems in the wall slots upstairs, then 
do the same on this depth. A wall will 
now have been removed at X:10014 
Y:10008 revealing an open door at 
X:10011 Y:10008 with stairs leading 
up. Stand in front of this door, turn 
right and walk forwards through an 
illusion for some very useful items. 

After unlocking the ‘Guardians of 
the staff’ door have a rope ready 
before going downstairs. Once down- 
stairs climb down the moving pit and 
start searching the walls for switches. 
You will need to find 4 elemental 
stones before using the teleport on 
this depth. 

Take the stones to the 4 shelves by 
the moving pits and place them on 
the correct shelves after reading the 
parchments. When all 4 gems have 
been placed in the correct order a wall 
will be removed at X:10004 Y:10007 
(Depth 3). In this room you will find 
the Rod of Resurrection and an exit 
door. 


turn on the wall, now get the sacrifi- 
cial knife from the room. Once you 
have found the white pearl key take 
the knife to the long corridor with the 
moving pit and place it on the shelf 
after removing the scroll. 

To gain entry to the Guardroom 
climb down the moving pit in front of 
the door, search the guardroom and 
you will find a black pearl key which 
will open the door to the Legions of 
Death. 

Switches can also be found at 
these locations:- (X:10019 Y:9996), 
(X:10007 Y:9992), (X:10006, Y:9995), 
(X:10009 Y:1008). 
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LEVEL 4 
When you enter this level stand very 
still, the dungeon square you are stand- 
ing on is a ‘safe’ location and you can- 
not be attacked while you are standing 
here. Wait for the guards to appear on 
the square in front of you, then move 
forward and attack them. When you 
need to rest your characters simply walk 
backwards onto the square. 

Head North and stand in front of the 
door at X:10027 Y:10000 and hack the 
door down. You will see a large floor 
switch on the square in front of you 
which is the trigger mechanism for 4 
traps. To avoid being poisoned move 
forwards onto the switch and then 
quickly move back again. You will be hit 
by a few spells, but they won't kill you. 

Pressing the switch in 
the corridor with the 
traps will move a wall & 
behind you and allow you 
to enter the ‘Stepping 
stones’. 

Go East from the 
Stepping stones, this will 
lead to several small 
rooms with moving pits. 
Go down these pits and 
search for Turen’s skull of 


Teleportation. Check your Magic Map 
to find the ‘safe’ squares in the 
‘Stepping stones. Eventually you will 
find a ruby key which will give you 
access to the ‘Zombies’ room. 

In the Zombies room, search the 
West wall to find an illusion and a +2 
mace. Before taking the parchment 
from the shelf at X:10038 Y:10018, 
turn right and walk forward through 
the illusion, the small room here has 
a door which can be jammed with a 
dagger. Now take the parchment and 
run to the small room, let the guards 
in one at a time and kill them. Don't 
forget to jam the door from the inside 
after each has entered otherwise the 
guards will open the door. 
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LEVEL 5 

As soon as you enter this level a skele- 
tal warrior will attack you. Kill the crea- 
ture quickly before anymore teleport 
into this location and then break down 
the wooden door to the East. Go 
through the door and stand on the 
floor switch then move left into an illu- 
sion to find a potion of healing, after a 
few seconds a confusion spell should be 
visible to the East. Follow the corridor 
with the flying spell checking walls and 
grates along the way. Eventually you 
will find a door. 


Head for co-ordinates X:10038 
Y:10012, here you will find a teleport 
which will take you to a room with 
several Zombies. After killing the 
Zombies press the switch at X:10044 
Y:10014 to remove a wall to the 
South. Find the switch in this room to 
reveal the Emerald key. Now use the 
key to open the door in the West 
tower. Save your game before climb- 
ing down the pits in the West Tower 
as some of these pits go down 
through 9 depths. 
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LEVEL 6 

Don't hack down any wooden doors on 
this level. The switch on the guardroom 
door also opens the door to the Drog 
kennel which releases 5 savage Drogs, 
so if you go into the guardroom don’t 
forget to close the door! 

Get the Amber key from the guard- 
room, this will unlock the door to the 
Drog pit. When this door opens retreat 
back to the guardroom and close the 
door before the Drogs get out. Let the 
Drogs into the guardroom one at a 
time before killing them. 

Depth 2: Before climbing down into 
the Drog pit give each character 2 
weapons and be ready to cast magic 
missile spells. Once in the pit turn left 
and fight your way to the West where 
you will find a door. Don’t hack this 


LEVEL 7 
First open the wooden door to the 
South and go into the room. Get the 
lightning scroll and scribe it. Examine 
the pillar in the centre of the room and 
you will find 4 switches, press them in 
this order:- First press the one on the 
West wall, now press the one on the 
North wall. The War Drogs door will 
now be open. 

Go into the War Drogs room and 
examine the pillar. Press the switches 
in this order:- First press one on the East 
wall, now press the one on the South 
wall. Now go back to the first room and 
you will find a passage that leads to the 
Armoury. Go past the Armoury and 
press the switch at X:10022 Y:10008, 
this will reveal a short passage leading 
into a large hall with pits and twisters. 
In the hall go to X:10014 Y:10012 and 
walk forward through the illusion, turn 
left and go to X:10018 Y:10013 and 
press the switch on the West wall, the 
wall at X:10014 Y10007 will now have 
moved allowing you to explore the rest 
of the hall. 

The pit at X:10010 Y:10008 is an illu- 
sion. Walk over this pit and go to 
X:10008 Y:10006 and press the switch 
on the South wall, this will open the 
‘fountain of healing’ door for about 12 
seconds. In the ‘Fountain of healing’ 
room press the switch next to the door, 
this removes a pit at X:10008 Y:T0012. 

Go to X:10006 Y:10014 and press 
the switch on the East wall, this will 
turn of a pit at X:10013 Y:10013 and 
allow you to get the granite key from 
the shelf. Use the granite key to open 
the stone door at X:10007 Y:10015. 

Go down the pits in the hall to find 
2 switches which remove a wall near 


door down! Double click the door 
switch. When the door opens run 
through into the room and the door 
will close behind you, now kill the 
Drog that followed you in. Keep dou- 
ble clicking the door switch to let one 
Drog in at a time until you have killed 
all of the Drogs. Pressing the switch 
at X:10021 Y:9989 removes a wall in 
the key room. 

Press the switch at X:10031 Y:9980 
to turn on the key room teleport at 
X10036 Y:9982. Once in the key room 
throw the knife down the left hand 
side of the corridor to remove the pit 
in front of you, now get the Topaz key 
from the shelf. Now go upstairs and 
use the key to unlock the door in the 
guardroom. 


the ‘War Drogs’ room. Use the tele- 
port in this room to get into the 
Armoury. 

At ‘Launch’ throw an object down 
the right hand side of the of the cor- 
ridor over the pit, this will turn of the 
second pit to your left. Now press the 
switch two locations to the East and 
take the breastplate from the shelf, go 
back into the hall an search the north 
wall for an illusion which hides a 
mighty axe. 

After taking the axe go back to the 
‘War Drogs’ room at the start of the 
level and get the Scroll of Confusion 
and the Agate key from the secret 
room. By now you should have 4 coins 
collected from the previous levels. 

At the ‘Wishing well’ do not throw 
the coins down! Put the Gold coin in 
the cursor and climb down using the 
rope. When you land quickly drop the 
coin on the small floor switch to the 
Northwest. A pit will now open drop- 
ping you through to the next depth. 
Turn around 180 degrees and you will 
find an entrance to ‘Edrik’s tomb’ 

Use the Skull of teleportation to 
gain the 2-handed sword and shield. 
Take Edrik’s bone from the shelf and 
identify it. Now go back to the wish- 
ing well and use the rest of the coins 
to get to the bottom of the shaft. On 
depth 9 place the last coin on the 
floor switch to the Southwest. 

Now find the illusion in the East 
wall and press the switch before tak- 
ing the teleport. The pillar at X:10019 
Y:9999 near the entrance to the wish- 
ing well will now have been removed 


revealing 2 rooms containing spe- 


cial items. 


{jr zes 


Now is the winter of our mismanagement 
made a further bummer by this ton of work. 
And now the clouds which lowered upon our 
house are made into a Nuttall, worse luck. 


Overall Strategy 


Your first goal should be to increase the 
population of your first county through 
successful farming. As soon as you have 
men to spare, build an army to guard 
the town cross. If you don’t the coun- 
ty will be undefended. 

Get involved in stone, iron or wood 
production as soon as you can, or save 
up funds to buy the resources you 
need. You should start production as 
soon as you have excess men, but you'll 
need a decent population (at least 1000 
men) before you'll get much output. 

Once you start production, you'll 
have to weigh the benefits of arming 
your troops with weapons first which 
toughens them and makes it easier to 
acquire new counties, or build a castle 
first which increases your ability to fend 


Successful Agriculture 

You may find it easier to specialise in 
one crop type in each county. If you mix 
crops in one county, you'll be faced 
with drawbacks that come with each of 
them, may be more likely to be short of 
food at any given moment. 

Each crop type feeds people to dif- 
ferent degrees, but each type also 
grows at different rates. Feeding and 
growth levels are balanced so that each 
crop type will produce the same 
amount of food in the long run. 
Therefore, crop choice is a matter of 
style. 

Use as many fields as possible with- 
out causing a decline in fertility, and 
without requiring an excess of serfs to 
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off enemy attacks. Bear in mind that 
if you plan on expanding into a cou- 
ple of counties quickly, you might 
want to wait and build your castle 
when your empire has grown. A cas- 
tle is less useful in the centre of your 
empire as you're less likely to be 
attacked there. 

Don't expand too quickly. It’s 
important that you keep each of your 
counties happy and growing. You can 
only control one group of adjacent 
counties; if your kingdom becomes 
divided because you lost a central 
county, you will only control one of 
the remaining county’ groups. 
Keeping your interior counties happy 
is aS important as protecting your 
borderlands. 


maintain them. For cattle and sheep, 
greater numbers of fields will 
increase birth rates and decrease 
death rates. For grain, however, you 
should only use as many fields as you 
have labourers to farm them. 
Sometimes, cattle and sheep die from 
old age, and no amount of farming 
can prevent it. This is why sometimes 
you will meet the “Need” number for 
either cattle or sheep, but the com- 
puter will say that one cow will die. 
Some deaths can be avoided, or 
countered by increased births, when 
you increase the number of fields 
assigned to that crop type. With any 
crop, there are events that will 
appear from time to time that kill 
or destroy some of its stores. It is 
always a good idea to have a 

little extra food to cover 

these times. 


Try not to eat 
your sheep. ii 
They don’t give If 41 
birth fast ff Yo 
enough to 
replace what 
you eat. They 
are a cash crop: 
you raise them 
fairly quickly 
and sell the 
wool they cre- 
ate for gold. 
Sheep are a 
viable food source in that you can use 
the money that comes from wool to 
buy grain. Used in this way, they can 
feed as many people as any other 
crop. 

Because you need merchants to 
convert the wool into grain, you have 
to wait for merchants to arrive in your 
county who sell both grain and sheep. 
It is wise to build a small stockpile of 
grain to last you through any dry 
spells when the merchants don’t 
arrive. 

To get a sizeable flock in a reason- 
able time, you may wish to buy addi- 
tional sheep from a merchant. Keep 
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it in mind that sheep give birth during 
one birthing season a year - you won't 
see them growing every season. 
However, their annual birth rate is high- 
er than that of cows. 


Raising Cattle 

Try not to eat your cattle as they don’t 
give birth fast enough to replace what 
you have eaten. They are a viable food 
source as you can eat the dairy pro- 
duce they generate each season with- 
out killing them. As with sheep, be 
prepared to invest in your cattle crop 
by buying more cows. The herd will 
grow slowly on its own. 


Always make sure to keep some grain 
stored for sowing. If you forget and 


miss a sowing season, you can lose a 
whole : food 
| Remember the grain you harvest has 
r $@aso 
ian 
r Of Mot \ 
will | enough men to har 
resu iting grain. It will take 1.5 times ~ 
fully harvest 


can teed plenty of people, and to farm 
too many will hurt you fertility for lit- 
tle benefit. 

Consider using grain when you are 
Starting out. It’s the cheapest crop to 
get involved with, although it is labour 


intensive, and you can build up a grain 
stock pile without having to worry 
about maintaining it. 


Building an army 
Any type of weapon will at least 


cw oc 


vest the sible 
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Archers and ostbosts are invalu- 
able for whittling down foes from a 
distance. No moderate-to-large army 
should be without them. Use knights 
if you can afford their wages and their 
doubled protection cost. 


Fighting a ground army 


a battle but be careful 


until you attack. 


Surround enemy fighters with more ed evenly amongst your attacks, so the the castle. 


than one fighter to attack from differ- 
ent sides. Attempt to lure the enemy 
into a marsh, and attack from the edge. 
Use knights to outrun or outflank the 


fewer attacks you make, the more 

defenders there are for each one. 
When filling a moat, you should try 

to fill an area wider than one square. 


When attacking a castle with fight- 
ers, ladders and towers, try to avoid 
locations that are one square away 
from a tower, keep or gatehouse as 


enemy. Use archers at the start of the Larger openings allow you to place these structures give the defenders a 


battle. Keep archers out of hand-to- 
hand combat with defending infantry, 
or they'll stop firing to attack. If you can 
lower the enemy’s morale from a dis- 
tance through the use of archers, you 
may be able to cause the enemy to rout 
without getting hit once. 

Eliminate enemy archers quickly if 
you can. Watch your morale. 

Assign builders to make towers or 
ladders. Hopefully in your third turn, the 
walls will have been partly destroyed so 
that you can place your newly built 
weapons on them. 

Try to attack from a number of fronts 
at once. The castle’s defenders are divid- 


more fighters, ladders and towers on 


bonus when repelling your attack. 
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If your forces are large enough, and 
you placed a gatehouse in your cas- 
tle, consider taking on the enemy in 


instead 


Parting tips 

Make alliances to divert some players’ 
attacks from your territory. This may 
allow you to leave some borders less 
strongly defended - if your enemies 
can be trusted. 

Adjust your seasonal tithe only by 
small increments, and watch its effects 
on happiness carefully. If all your 
counties seem to be going sour at 
once, try lowering the tithe. 

When attacking a county, it’s good 
to wait for a season in which there is 
a merchant present. If you succeed in 
capturing the county, the merchant 
may allow you to repair some of the 
damage done in the attack. 

When you can afford it, you may 
want to build additional grain stock- 
piles in each of your counties. Then, 
you won't have to worry about feed- 
ing any armies that pass through your 
land - the grain can take care of them. 
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Defending against a siege 

If you plan on sallying forth, garrison 
your castle with some armed troops. If 
you don't, then don’t waste weapons 
- you don’t inside the castle walls - 
know what the enemy is armed with 


use peasants 
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Getting started 

First of all check your soldiers 
and sack any that have a 
firing accuracy of less 
than about 60. Keep / 
hiring and firing sol- 
diers until you have 10 
good marksmen. 
This may take some ¥ 
time but don’t worry. 

The funding coun- ’ -_ | 

tries won't kick upa ~~ 

fuss as long as you shoot down Pr 
the UFOs with your interceptors. | 
By the way, you don't have to go | 
for every UFO with your! 
Skyranger - the larger ones are | 
the most worthwhile. | 

Buy three Avalanche launchers 
and missiles and equip your intercep- 
tors with Avalanches only. They are 
undoubtedly the most efficient. While 
you're at it, buy some Electro Flares and 
put them on your Skyranger. They come 
in handy for your graveyard shifts. 

As for your soldiers, equip them with 
rifles and grenades, then hire 30 more 
scientists and 10 more engineers. Let 
your scientists research laser weapons 
technology to produce laser rifles for 
your soldiers. 

If you still have some money left, 
start building your second base. The 
most efficient way is to build the bases 
roughly on the equator. If the first one 
is located in Florida, the second one 
should be built on the other side of the 
globe, in India or Africa. The next base 
could be in Japan, on the tiny pacific 
islands or in Europe. 


Meet the people 
Now you should be ready for your first 
encounter with the aliens. If you've 
shot down a UFO, save the game. If 
it's dark, wait until daybreak before 
you send in your Skyranger. If you 
can't wait, don’t forget those Electro 
Flares. Move your soldiers under your 
Skyranger first and let them check the 
area. Turn them around on the spot, 
until you've covered the surroundings, 
then cautiously move them on, always 
leaving them some movement points 
for their automatic reactions. 

After a successful fight you'll return 
with lots of useful stuff. Don’t sell it 
all, let your scientists research it. Start 
with Alien Alloys (which leads 
to Personal Armour) and then 
go for Heavy Plasma (which 
leads to Plasma Beam). If 
you've already researched 
Plasma Beam, equip your 
interceptors with these 
weapons as soon as possible. 

Keep all elerium if possi- 
ble, it will be important later 
in the game. Of course, if an 
alien attack on your base 3 

leaves you with 5000 units | 9) 
of Elerium, you can sell 
4000. 
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Mind games 
If you are too successful, the aliens will 
start attacking your bases. Sometimes 
they terrorise cities as well so just send 
out your Skyranger and get rid of them. 

The aliens can only mind control your 
soldiers if at least one alien can see 
them. There are three types of alien that 
can do this: Sectoid Leaders, Sectoid 
Commanders and all Ethereals. 

Buy stun rods and try to catch one of 
them alive (having built an Alien 
Containment first, of course.) Research 
the living alien. Now you can build a Psi 
Lab and develop your soldiers’ psionic 
abilities. some soldiers will get mind 
controlled more easily than others, so 
sack them. 

Recruit and sack soldiers and train 
them until you've got at least two or 
three with a psionic strength of 90 or 
more. Put your super brains on your 
Avenger or Skyranger and let them mind 
control the aliens. Even if they don’t suc- 
ceed in the beginning, the practice will 
accelerate the development of their 
skills. Once their psionic abilities have 
reached 50 or more, they can even con- 
trol Ethereals. 

Try to catch living alien navigators, 
physicians and engineers to research 
them. Alien navigators or engineers can 
tell you something about alien crafts 
and their weapons or about new facili- 
ties for tracking UFOs. 

Finally, you'll have to catch a few 
alien commanders. They'll tell you some- 
thing about “Cydonia”. Don't waste 


your time and money with weak inter- 
ceptors. Research the Avenger, send it 
to Cydonia and kick some alien butt. 


Tactics 
You can use the 
Blaster Launcher like 
a can opener. Make 
your own entrance 
and send your sol- 
diers through. If you 
don’t need anything 
from the craft, simply 
shoot it to pieces 
with four Blaster 
Launchers and send 
in two or three sol- 
diers to clean up the rest. vator, then go up and left or right. 

In a base, try to find the control Enjoy the explosions! Even if you 
room as soon as possible. The first don't like this form of fighting, it's 
Blaster Bomb goes through the tiny em, worthwhile see- 
window at the side and - ing it. You can 
opens a hole in the second find the elevator 
wall. The second Blaster even in complete darkness. If 
Bomb goes through this hole to the ele- you put the cursor on it, you'll see the 
elevator rays. 

In the middle of the game, you 
should aim to have five to eight 
bases. In the first base you should 
have two Psi Labs, two Workshops, 
20-30 soldiers (two Avengers with 
about 10 soldiers each and 10 left 
behind to protect the base), 50 sci- 
entists and 80-100 engineers. 
Building an Avenger with only a few 
engineers takes a lot of time. 

Above all, save the game as often 
as possible. If you lose a battle, or 
something goes drastically wrong, 
you can just reload and try again. 


UFO OUTRUMAING INTERCEPT ORE 


ESP): Management! 
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THEY THINK IT’S ALL OVER. IT IS NOW. 
FOOTBALL MASTERS 5, THE BEST OF THE REST 3 


REALISTIC COUNTY CRICKET GAME 


REALISTIC HORSE 
RACING GAME 
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AVAILABLE FROM ALL GOODLOCAL RETAIL OUTLETS. 
ifyou have any difficulty in finding a’stockist please call our office immediately. 
NEW TRADE ENQUIRIES ALWAYS WELCOME. 
You can also BUY any of these games by direct mail from ESP @ £25.99 each incl. 
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MANAGER 


Football management is arguable more brutal than any beat-'em-up. And I'd like to 


take this opportunity to say, | love you Big Ron, please come back and kill Doug Ellis. 


ets start with some hints on how 
L: get rid of those unwanted 

players. If you have someone on 
the transfer list, and their ‘Future’ box 
indicates that certain clubs are inter- 
ested in him, look at that club to see if 
they have got a full squad already. If 
they haven't, raise your wanted trans- 
fer fee to the maximum allowed, and 
add another player to a club that is bet- 
ter than your club. Add the player to 
the new club‘s shortlist, and look to see 
if the player is written in yellow — indi- 
cating an interest in the club. If he isn’t 
interested, change the new club’s for- 
mation around to include as many posi- 
tions for the player as possible. If he’s a 
defender, put three central defenders, 
both full backs and a sweeper in the 
formation. It is almost certain that this 
will sway his affections. 

Now approach the player with the 
new club. Bid the wanted fee for the 
player, ie the maximum allowed. On 
your second bid, pull out of the deal by 
bidding nothing. Provided the other 
bidding clubs have enough money, they 
will bid this, leaving you to accept the 
cash, resign the new manager and 
gloat over your newly-owned cash! 

Be warned — you can only do this 
for four players per week with each 
new manager, but once Naas Bebe 


resigned, you can't 
use them again. 


The next 
cheat will 
help you out 
when your 


goalie is a bit 

under the weathe  —==—== 
Go to the club's 
details and select ‘Another 


Club’. Look to see which club is just FY 


above you on this screen. Go to 
their squad details and see which play- 
er is in the GK position, ie reserve goal- 
keeper. If you like the look of him, you 
can have him on a free, season-long 
loan and you can play him even when 
he’s injured. 

Go into your squad details, and click 
again on the number 1 shirt. Now click 
on any of your players names. Click 
again on the number 1, then click on 
the SWP box next to the shirt numbers. 
Now click back on the player you chose 
to give the number 1 shirt to, and click 
on the number 1 shirt again. You will 
see that the player that had the num- 
ber 1 shirt now is the number 00. 

Go to your tactics screen and look at 
your team. The goalie from the other 
team will be wearing the number 1 
shirt. He can still play for the club that 
owns LA, but he can play for you as 

1 . well at any time. To move 
him to another shirt num- 
ber, just go into the squad 
details screen and swap 
the number 1 shirt with 
the shirt you want him to 
play at. 

Now, a hint on how to 
bring your younger players 
| through. First buy some 
| young players, and put 
them up for loan. When 
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they have been loaned 
out, look to see if they are 
playing for the new team. 
If not, terminate their 
loan, and put them back 
up for loan. When they 
get to play for a club, you 
can leave them there all 
season by looking at them 
when there is only one or 
two weeks remaining of 
their loan spell. Go to STA 
on their factfile and click on ‘extend 
loan’. Click on ‘allow approach’ on the 
next screen, and bingo — he stays for 
another month. You can do this every 
time the loan is near to completion. 

These next formations will make you 
win your division every single time, and 
give a Third Division club the ability to 
out-play and sometimes out-class 
Premier League clubs! It doesn't really 
matter how good your players are for 
these, but obviously, the better they 
are, the better your team will perform. 

1) GK, sweeper, 2 centre backs, 3 
central midfielders, support man, 3 cen- 


¥ 
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tral attackers. Tactic to use: long ball. 

2) GK, anchor man, left midfielder, 
central midfielder, right midfielder, 
support man, left winger, right winger, 
3 central attackers. Push all men for- 
ward. Tactic to use: long ball. 

This formation over runs the oppo- 
sition, and creates loads of chances for 
your team. The problem is, the oppos- 
ing team will score at every chance they 
get. If you have two players, and you 
both play this formation, you will both 
score on every chance you get. The 
score will be a cracking 14-2 or 17-11 
or any other ridiculous scoreline. 
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3) Left midfielder, right 
midfielder, 3 central mid- 
fielders, support man, left 
winger, right winger, 3 
central attackers. Push 
everyone forward. Again 
use long ball tactic. 

Notice the lack of 
goalie — hence all the 
goals scored. 

One last cheat — how 
to make players retire. Ifa 


player (except goalies) is 30 or older: 


and you want him to retire at the end 
of the season, simply place him on the 
transfer list, fine him and insure him. 
Also, make sure he isn’t in the team at 
the end of the season. He will now 
retire, leaving valuable space in your 
squad for other players, or for a young- 
ster to come up. 

If you want a squad of total reserve 
players to come up, sell all your 
younger players and buy old fogies. 
Then, at the end of the season, list 
them all and they will all retire. Due to 
you having no players in your squad, 
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the game will promote about 15-22 
youngsters from the reserves for the 
next season. 

if you want to sell a player, but your 
squad is too small, simply loan a player 
in, and then you will be allowed to sell 
a player. You can then terminate the 
player's loan spell and be left with a 15 
man squad. You can even sell five play- 
ers by loaning in five other players, then 
using the selling technique to sell them. 
Once the players’ loan periods are ter- 
minated you will be left with a meagre 
eleven man squad. No selection prob- 
lems now! 


MAN UTO RESERVE SQUAD NEWS 


ndreas Proschofsky of 
Langenzersdorf, Austria 
provided these, well, A 
interesting cheats for Super ¥ 
Stardust — but remem- <« ) 
ber, they won't work on | 
the original Stardust &  - 
game. They're not offi- 4 Poe iJ f 
cial Team 17 cheats by £ . 

any means, but try ‘emout Jor y Me 
anyway, because they're dd 

good and hot. $ 


26 lives 22 lives 
START FZWWW2ZRZHPI FVWWWZRZHHE 
1 TUNNEL BZWWWZRZHPE BVWWWZRZHHZ 
2 TUNNEL+1 SPECIAL MISSION CZWWWZRZHPF CVWWW2ZRZHHB 
3 TUNNEL DZWWWZRZHPG DVWWWZRZHHC 
4 TUNNEL+2 SPECIAL MISSION EZWWWZRZHPH EVWWW2ZRZHHD 


These will provide you with: 


3-way: 7/3 Bouncer: 7/5 Plasma: 7/6 Flamer: 10/9 Burster: 2/2 Missiles: 9/3 
(Ch As 


eated power level/IViax power level) 
This is the best tune-up possible: 
Be oa: OW WA SER 


Level 3-way Plasma Burster 
ee lic ~ ~-Ae ~ PAA 
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Checksum 
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—~_ flamer, missiles and lives are limited by the 

~ alphabet. If you try to power the other 
ee weapons up_ higher 
than my configura- 
tion they will not 
work. Also, if you 
look at the 
=~ weapons selection 
screen, it still indicates 9/9 
o* for the Flamer, but it is in 
fact stage 10 (try it out!). 

| experienced some 
graphic problems in the 
tunnel sequence with 23- 
26 lives. 

Interestingly, if you 
start with 26 lives and col- 
lect another, the prob- 
lem disappears. 
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Been an Amiga owner for years? Then you'll love our fab new 


idea. Over the coming months, we're going to list cheats for over 
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CLASSIC 


75 percent of all Amiga games ever released! Just cut out this page, 
stick it somewhere safe and in a few months’ time you'll have the 
most comprehensive tips guide ever published. This month: most of 
the letter ‘B’. And a bit of ‘C’. 
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BARBARIAN (Psygnosis) 
During the game, type 04-08-59, and 
the screen will turn grey.You are now 
invulnerable, but your character can still 
be killed by very high falls, and by the 
flame-hurling horned demon in the 
dungeon. To kill the final Wizard, you 
must have a shield. When his shot 
comes at you, use the defence icon, and 
it will fly back at him. 


BARBARIAN (Palace) 

On the final level when you confront 
Drax, walk forward. When the first fire- 
ball comes, jump, then do a forward 
roll into Drax. If you can’t even get that 
far, then the best way to defeat an 
opponent is to roll into him until he 
reaches the side, then kick him. Keep 
doing this until you win. 


BARBARIAN 2 (Psygnosis) 
Hold down the HELP, M and E keys to 
replace lost energy. 


BARDS TALE Ii: THE 
DESTINY KNIGHT 

Find a band of illusionists, and kill off 
the front line. Make your caster conjure 
Disrupt Illusion, and you will keep dis- 


believing and gaining experience. Get 
one of the mages to cast a special 
member, a wind warrior (WIWA), or 
something similar. 

Now go on a fighting rampage, and 
get about 2,500 GPs (which is quicker 
in one of the dungeons, and it gets you 
loads of experience points as well). 
Then pool all the gold onto your spe- 
cial member and enter the Adventurer’s 
Guild. Remove your special member, 
and then save him with the gold, then 
add him again. 

Put the money in the bank, then 
remove the special member, or just 
pool it to one of the party. Go to the 
Guild and add the saved special mem- 
ber again, who should still have 2,500 
GPs and now one of the party does as 
well. 

WIWA pools gold is then removed 
again with a total of 5,000 GP’s. Keep 
repeating until you die of old age. Each 
time you do it, your gold is doubled. If 
you are tired of waiting for morning to 
come, enter then exit the guild. Find a 
band of illusionists and kill the front 
line. Have your castor conjure Disrupt 
Illusion, and you will keep disbelieving 
and gaining experience points. 


BART SIMPSON vs THE 
SPACE MUTANTS 

When the title screen appears (where 
the family are watching the TV togeth- 


To get loads of gold, transfer all | 


the Stats screen. Save him to 
disk, then load him back in and 


Keep repeating this until you | 


that of the en-tire party before. 


er), type COWABUNGA. When you start 
to play the game, you will now have 
infinite lives. Type EAT MY SHORTS on 
the title screen for the ability to skip lev- 
els with the number keys.Try typing 
SHEEP IN A GROUP WEARING HATS at 
some point for infinite lives. 


BATMAN: THE MOVIE 

While the title page is displayed (one 
with Batman & Joker, type JAMMMM. 
Keep pressing M until the screen turns 
upside-down. The words CHEAT MODE 
ON should appear at the top of the 
screen. You also have unlimited lives. 
Press F10 to skip levels. Retyping JAM- 
MMM undoes the cheat mode. 


15 GIANT 
16 CONRA 


32 EUROP 
33 STORM 


the party's gold to one player on ee 


transfer it into another character. 5 


have done it to all the players, | 
then exit without saving. Load it } 

back in, and all your players will | — 

have the amount of gold equal to | — 


BARD'S TALE [_; 
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BATTLE SQUADRON 

Type ELECTRONIC on the intro screen to 
call up the game options editor. Type 
in CASTOR during play, and the screen 
will flash green indicating that the 
cheat mode is active. Both ships are 
now invincible. Pressing F6 to F10 will 
select different types of weapons, while 
F1 to F5 will alter its power. 


BATTLE VALLEY 
Type ROGER MELLIE THE MAN ON THE 
TELE activates infinite lives cheat. 


BEACH VOLLEY 

Type DADDYBRACEY to activate the 
level skip option. The screen will flash, 
and you can then tpress F1 to skip lev- 
els. 


BETTER DEAD THAN ALIEN 
Typing CHAMP then pressing Help will 
show you the cheats available. 


J) BARBARIAN HI (Palace): Chenkkers 
a. Step-by-step walk-through: F1 Scatterbolts 
Level 7: left, left, right seven times, left, right, left, in the cave, and right. F2 Multi Fire 
pamee Level 2: right, up, left, up, left, left, right, left three times, up, and left. F3 Auto Repeat 
Level 3: up, right, right, up, left, right, up, right,left, left, up, left, left, up, up, ’ Aika, Oh ee F4 Armour Missiles 
res right, right, left, left, up. hk , F5 Stun 
Level 4: hit the fireballs, then try to leap across. Use an overhead chop to hit BATTLE ISLE F6 Neutron Bomb 
the pit Demon’‘s arms, and repeat until he’s dead. Wait until Drax pauses § | Level codes: F7 Clone Ship 
between spells, then hit him with a flying head chop! Instant death! 0 FIRST 17 PHASE F8 Shield 
6) F T= : a ml ae 1 GHOST 18 EXOTY F9 Skip Level 
7 ge ee . 2 GAMMA 19 MOUNT F10 Extra Power Bars 
oe he 3 MARSS 20 FIGHT 
Ww” 4 EAGLE 21 RUSTY Level codes: 
5 METAN 22 FIFTH 1 ELEKTRA : 14 TRIPTYCH 
7) 6 FOTON 23 VESUV 2 SYZYGY ; 15 JABBERWOCKY 
7 POLAR 24 MAGIC 3 DRAMBUIE : 16 WHIMSICAL 
_ 8 TIGER 25 SPACE 4 PLUG 17 CORNUCOPIA 
9 SNAKE 26 VALEY 5 SOPRANO : 18 PUNJABI 
= 10 ZENIT 27 TESTY 6 MAYONNAISE : 19 TIDDLY POM 
11 DONNN 28 TERRA 7 FAUCET : 20 KEWPIE DOLL 
Q) 12 VESTA 29 SLAVE 8 POTATO : 21 SEPULCHRE 
13 OXXID 30 NEVER 9 WOOMERA : 22 EUPHEMISM 
14 DEMON 31 RIVER 10 NARCISSUS : 23 GRAMMARIAN 


11 DEBUTANTE ; 24 CROSSWORD 
12 FIRKIN : 25 QUARANTINE 
13 ACOUSTIC : 


BARDS TALE Ill: THE 
THIEF OF FATE 

For a bit of fun say Hamburger to the 
guard at the Mad Gods temple. 


BEVERLY HILLS COP 

Click past the high score screen onto 
the select difficulty page.Type MELLIE, 
and you will be able to access all the 
games. 


BEYOND THE GATES 

Typing THE END OF TIME DRAWS NEAR 
will call up a full character editor that 
enables you to change your stats and 
add any item to your inventory. 


BIO CHALLENGE 

Pause with the Escape key, and press- 
ing G will advance you to the end of 
level guardian. 

Level1: Get the green armour as 
soon as possible. If you have all of the 
amulet, don’t go to the sphere unless 
you have collected at least four lots of 
monster remains, because you'll need 
them to battle the end of level 
guardian. He’s a bit soft in the head, so 
time your jumps carefully and hit him 
there. 

Level 2: There are four planets to 
visit; go to everyone if you want to get 
maximum points. Again, the green 
armour is very useful, so get it as quick- 
ly as possible. There’s loads of ammo 
for the guardian of this level, unfortu- 
nately that means there are loads of 
monsters to deal with. The back of the 
guardian's head is his weak spot. 

Level 3: Stand on the slabs, and som- 
ersault. There are six planets here, and 
the transporters are more difficult to so; 
so you have to watch more carefully. 


BIONIC COMMANDO 

Exit from level 1 exactly when the timer 
reads 1 for nine lives and a super high 
score. 


BLOOD MONEY 

Press HELP, and then the 1 or 2 key, and 
you will restock your supply of lives or 
money respectively. 


BLUES BROTHERS 

Wait until the character selection screen 
appears, then type in HOULQ to give 
you infinite lives. Now press the appro- 
priate number key (1 to 6) for the level 
you want to play, then hit the space 
bar. When finishing a level, get the sec- 
ond of the two flags, and you'll keep 
your record collection through to the 
next level. 


BOMBUZAL 


Level codes: 100 SAFE 
8 ROSS 104 FIRE 
16 RATT 108 WORM 
24 LISA 112 LAMP 
28 SINK 120 TREE 
32 DAVE 128 SINK 
36BIKE @ 136 BIKE 
40 IRON 144 BIRD 
44 BIRD 152 TAPE 
48LEAD . 160 VASE 
56 WEED 168 PILL 
60 VASE 176 SPOT 
64 RING 184 PALM 
68 PILL 192 LOCK 
72 GIRL 200 SAFE 
76 SPOT 208 WORM 
80 GOLD 216 NOSE 
84 PALM 224 EYES 
88 OPAL 232 HAIR 
92 LOCK 240 SIGN 
96 SONG 248'MYTH 
BRAT 


Hold down the 1 . / and * keys, or 
the 1 ,/ and * keys during play to skip 
levels. 


Level codes: 

1 BISHIGMO 7 MOZIMATO 
2 MIHEMOTO 8 HOZITOMO 

3 SASUTOZO 9 MOKITEMO 
4 SUMATZEE 10 ZUMOHATO 
5 NOKITAGO 11 CHANASTU 


6 ITSANONO 


7 
a. 


BONECRUNCHER 

Level codes: 

1 Golemstench : 14 Bloodsmell 
5 Scarab : 15 Bonepowder 
6 Web of Death : 16 Nightmare 


9 Underground 17 Monsterbreed 
10 Deathchamber: 18 Thunderstorm 
11 Golemscave : 19 Creepycave 
12 Hornslut : 20 Liquidation 
13 Slimehole : 22 Strata Gem 
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BRAIN BALL 

Level codes: : 26 SMARTIES 
2 WELLDONE 27 LOGOGO 

3 PPHAMMER 28 SQUARES 
4 FORTUNE 29 SPEEDIE 

5 READY 30 SERPENT 

6 STEADY 31 FLIPPER 

7 NO GO 32 COFFEE 

8 JOYSTICK 33 DOENER 

9 RUTODFGP 34 NO COKE 
10 DENISE 35 SMOKIE 

11 BIGAGNUS 36 ALLSTAR 
12 CHIPCHIP 37 SOFTWARE 
13 HATTHATT 38 COMPUTER 
14 FRANKLIN 39 DISKFULL 
15 PJOTRE 40 HARDWARE 
16 HUI LUIS 41 HOOLIGAN 
17 ESCAPE 42 LEVEL 42 
18 CONTROL 43 OWLPARTY 
19 SPACE 44 FREESHOT 
20 AMIGAFUN 45 BIERZELT 
21 LAMBADA 46 LAADAADI 
22 ERTERZUT 47 LAADAADA 
23 LEVEL23 48 NOWAYMAN 
24 BIGDREAM 49 RUSHRUSH 
25 CINEMAXX 50 THE END 
BSS JANE SEYMOUR 
Level Codes: 

2 SLUMBER Also: 

3 INTEREST WROOM 

4 BULKHEAD BLACKOUT 

5 SHOWROOM HAMPERED 

6 MUSHBASH ROOKIE 

10 VICTORY WARRIOR 

12 FRENZY TRAPPED 

14 CROWDED HANDYMAN 
16 VOLTAGE RADIATE 

18 PRIMATE GLOOM 

20 TRIUMPH MADHOUSE 


BUBBLE BOBBLE 

F1: advance one screen 

F2: advance 6 screens 

F3: advance 11 screens 

If you can get to boards 10, 20, 30 & 40 
without dying, a door will appear to take 
you to a secret level. Wait a few seconds 
on boards 7 & 22 until the umbrella falls, 
then grab it to warp ahead 6 levels. On 
the first screen, bubble the first two 
monsters and then fill the screen with 
hundreds of bubbles. Hold down the fire 
button after losing your last life, and 
you'll get another set of lives, although 
your score will be reset. 
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| pires, taking them back to 


On level 100, jump on the small plat- 
forms to collect all the green potion 
bottles, and they will give you lightning 
bolts. Jump down alongside the wall, 
and shoot the monster. After 100 hits, 
he will turn into a bubble, which you 
can burst to complete the level. 

Or: on level 100, as soon as you 
appear jump up and get the lightning 
bottle, then fall to the bottom left-hand 
corner. Face in to the corner and fire 
like hell. The big guy at the end very 
rarely goes into the bottom corner, but 
if he does don’t worry, just repeat the 
process. After 25 hits with the light- 
ning, he will be inside a big bubble. 
Burst it. 

If you get to level 20, 30 or 40 with- 
out losing any men you will see a set of 
doors appear. Enter them and you will 
be transported to a secret screen. If you 
reach level 50 without losing a life, you 
will get an umbrella, which will trans- 
port you to level 70. 


BUILDERLAND 
Level Codes: 

1 BUILD1 

2 YOTTHA 

3 BEARBY 

4 OCTOPY 

5 DIABLO 

6 GOTIUS 


BUMBY’'S ARCADE 
FANTASY 
Level Codes: 
2 ACCESS 

3 BUTTON 

4 ISLAND 

5 PRETTY 

6 WINNER 

7 ZOMBIE 

8 LOVELY 

9 SYSTEM 


CAPONE 
To find a “special bonus”, go to the 
front of the Post Office. Shoot the ball 
at the top of the flag pole, and your 
score will go up. If you shoot it again, 
you'll see a screen with programmers 
on it. Shoot it again, and you'll be invin- 
cible, standing in the bank. At the end 
of that round, you will start at the 
beginning with warp speed. 


BRIDES OF DRACULA 
When you're Dracula, go right 
from the first screen and turn 

the first two women into vam- 


] their coffins. Then return to 
that screen again, walk 
between the lift and the sec- 

ond table and crouch down 
}] just past the skulls on the 
floor. A vampire should then 
appear ready to be put into 
her coffin. Do this again and 
again to get all eleven vam- 
pires, and then polish off Van 
Helsing before he knows 
what hit him. 
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CABAL 
Type SCHLIKA during play. The border 
will flash, and now F2 finishes the 
level. Remember: you can still aim the 
cross-hair, even in pause mode. Now 
you can position the crosshair over 
the motionless bodies, then unpause 
the game and let ‘em ha 


CAPTAIN BLOOD 

When you encounter a_ particularly 
friendly alien, ask it the following ques- 
tion using the alien icons: CODE GG1. 
The alien will then give you the coordi- 
nates of another alien, called GG. Go to 
the specified planet, and ask GG for the 
coordinates of all the other aliens 
around by asking CODE INFORMATION 
HELP. If that doesn't work, then type in 
the name of the alien after the word 
HELP. 


CAPTIVE 

Combos for bases in Mission Two: 
Masgot TR,BL,TL,BR 
Traphet TL,BL,TR,BR 
Phoopel TL,TR,BL,BR 
Sodcket BL,BR,TL,TR 
Zaitet TL,BR,TR,BL 
Quelosod TL,TR,BL,BR 
Saldet BL,TL,TR,BR 
Mieusia TL,BLL,TR,BR 
Pasdet TL,TR,BL,BR 
Leatod BR,TR,TL,BL 


CARDIAXX 

Press the pause key, type in the name 
RACHEL, hold down the SHIFT key and 
tap the G key to freeze the time limit. 
For infinite energy, pause the game and 
type the name CAROLILY. 


CARRIER COMMAND 

Before starting, type GROW OLD 
ALONG WITH ME (with spaces), and 
then use the + and - keys on the 
numeric keypad to view all the objects. 
In the game, pause and type THE BEST 
IS YET TO BE (with spaces). The game 
will restart automatically, and print 
‘Cheat mode activated’ in the message 
panel. 

When paused, pressing + and - on 
the numeric keypad toggles Manta 
invincibility. The flying craft are no 
longer vulnerable to aerial attack, 
although collision with large objects is 
still fatal. Once a course has been pro- 
grammed for the carrier, Mantas or 
Walruses, engage autopilot and click on 

pause. Pressing 3 on the keypad and 
unpausing again takes the corre- 
sponding craft directly to its desti- 
nation. Pausing and pressing 2 


replaces lost shielding, while tapping 1 
refuels the craft in question. 9 shows 
the current difficulty level, 7 speeds up 
the game and 6 brings up the pro- 
grammers’ test palette, of all things. 


CAR-VUP 
Ente? the following on the high- 
score table: 

WHOOPSIE - start off on the prehis- 
toric level 

PUSSYCAT - receive nine lives. 
BUMPER - give your car infinite 
bumpers. 

ARNIECAR - 100,000 bonus points 
WOAARRGGH - Gives you speed turn 
R.J.TOONE - Infinite lives 

BARMY CAR - Gives 1000 ake 


CASTLE MASTER 

After the game starts, press shift, L and 
the RMB lots of times until you hear a 
noise. Look forward and you will see 
four coloured boxes. Shoot them for 
infinite lives, all ten keys, the ending or 
rock travel. 


CAVE RUNNER 

Get to level 2, then type SUB B BOYS 
(including spaces).The screen will flash 
blue, and then use the following keys: 
F1 Gives nine lives. 

F2 Sets the timer to 99 - useful for level 
D.F3 Jumps to next level. 


CHAMBER OF THE SCI-FI 
MUTANT PRIESTESS 
(KULT) 

You don't have to complete all five 
Ordeals. Instead, go into the tunnels 
(from The Noose) and wait an hour. 
Then leave the tunnels and go to the 
Master's Eye. Wait around until the 
master dies. Search his body for the 
whistle, use it, and a panel will open 
up. Reach inside and grab the egg. 
Voila! 
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THE CHAOS ENGINE 


Level Codes: 
World 2: FKH QFM 2BX 6WB 
World 3: PFN HHO #L2 #BX 
World 4: 62K BCR #34 9N2 
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CHAOS STRIKES BACK 


Find a dragon, and cast MON ZO GOR SAR and hit ESC to pause the game. 
Hold down the ALT key and type in LORD LIBRASULUS SMITHES THEE DOWN. 
Unpause the game and slay the beast. He leaves behind a firestaff, and your 


party will be invincible. 
Undocumented Spells are: 
GOR IR KU - Detects Monsters 


GOR IR ROS - Detects fake walls and “invisible” (actually hard to see) pits 


GOR IR DAIN - Detects “magic” 


ZO IR NETA - Anchors the map at the point of casting, so that as you move 
around, the map view stays at the anchored position. 


Here’s how to kill a dragon: 


1) Prepare all your players with MON IR VEN spells (mega poison cloud) 
2) Use the green freeze life box on the dragon 
3) Cast the spells, and then double up on each player 


4) Wait... dinner will be served soon 


CHAMPION DRIVER 
Level Codes: 

1 india 

2 bravo 

3 charlie 

4 foxtrot 


CHARIOTS OF WRATH 

When instructed to press Fire to start 
game, instead move the joystick for- 
ward. You will activate infinite lives. 
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CHARLY 

Level Codes: 26:ATOM 
2:ROOM 27:TALK 
3:CLAW 28:COAT 
4:NEST 29:LOAD 
5:WORD 30:LIFE 
6:FISH 31:PICK 
7:AUNT 32:POST 
8:RUSH 33:RING 
9:TUBE 34:GREY 
10:RICH 35:BEST 
11:HAIR 36:DEAD 
12:SPOT 37:KNOB 
13:NAME 38:TASK 
14:EDGE 39:BOSS 
15:DEEP 40:LAND 
16:CASH 41:FREE 
17:SALT 42:BANK 
18:PACT 43:BABY 
19:FIRE 44:STAR 
20:STAG 45:HINT 
21:LEAP 46:CHAT 
22:WORK 47:FOUL 
23:GLAS 48:CALL 
24:LOOP 49:LINE 
25:DARK 50:BEER 
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CHASE HQ: 

During the game, press and hold the 
left mouse button and fire on the joy- 
stick while typing GROWLER. Pressing T 
will then reset the time back to 60 sec- 
onds. Also, after Nancy has told you 
about the car you're after, press the 
space bar repeatedly until the game 
comes on. Your car should now be 
doing over 1000 Kph. 


CHASE HQ Il 

Hold down H and <F5> while the 
game is loading, now all the road- 
sideobstacles will disappear.Type IN A 
GARDEN IN (with spaces) then press the 
following keys for their effects; N — 
Skip Levels 1-6— Level number W— 
Rockets T— More time. If the pass- 
word doesn't work try either IN A GAR- 
DEN on the title screen, or the pass- 
word with no spaces. 


CHIP'S CHALLENGE 

Start the game, then press F , and the 
screen will flip. Enter SAGITTARIANS 
MAKE BETTER LOVERS to give you an 
infinite supply of keys, shields, ice boats 
and magnets. Enter | THINK THEREFORE 
| AM so you don't need to collect chips 
to escape. Now you can press C to skip 
to the next level. Pressing F will return 
you to the game. 

Level codes: 

1 bdhp 2 jxmj 3 ecbq 4 ymcj 5 tqkb 

6 wnlp 7 fxqo 8 nhag 9 kcre 10 vuws 
11 cnpe 12 wvhi 13 ocks 14 btdy 15 cozq 
16 skkk 17 ajmg 18 hmjl 19 mrhr 20 kgfp 


FOR ONLY £19.99 POSTPAID 


Ndventures, PuezleeS be itror mers spurts, 
SHOOT CHIU pS Beal-Chi-Ups Stbatonay 
RL. More Games than Y ote ll ver Netdie: 


Some of these Games Were Sold At More Than £20 Each! YOU get the 
LOT For Less Than £20.00!!! 


This massive Compilation of FANTASTIC Games Normally Retails at 
hundreds of pounds!!!! 
YOU CANT LOSE!! 
Don’t Miss Out - Order NOW FROM: 
FUTURE SOFTWARE (T.O) 
Dept A, 8 Magnolia Park,Dunmurry,Belfast BT 17 ODS. 
ALL AMIGAS - FAST DESPATCH ON ORDERS 
- OVERSEAS ADD £2.00 


.. STILL THE BEST GAPE OD DISTHISU TIN 


COMPUTER-A-RACE-v........... £19.99 
THE FINAL EDITION 
COMPUTE-A-RACE+ Offers 

unrivalieao accuracy ano undeatabdie vaiue 


(Amiga only 


WHAT DOES IT DO? 
COMPUTE-A-RACE+ is a Horse Racing 
Prediction Program that can forecast races 
select bets, calculate return and mu 


IS IT COME en ED TO roa 


WHEN SHOULD | ORDER? 
Now. . Betting for profits |S betting for fun 


Cheques/P.O. payable to 
HANDISOFT (Mail Order ONLY) 
Handisoft, 37 Hearsall Lane, 
Spon End, Coventry. CV5 6HF 


BUS STOP PD 


CATALOGUE LAA (2) GALAXY BL PET SHOP BOYS 
ICON DESIGNER Q BLC JESUS ON E’S (2) 
SEVEN TITLES 0 


GRAPHICS RIPPER DOOP 

ELECTROCAD DELUXE PACMAN LAWNMOWER DETH (2) 

EMULATORS BATTLE CARS 2 MERCILESS 
QUIZMASTER sforr DEATH 


SID V2.0 
TOOLS 3 TOMCAT 

MED V3.2 ATOM SMASHER 
OPTICOMMS CATACOMB S 
yal tt CARD GAMES SIMPLE MINDS 
BUT TETREN SWEET CHILD 
CARTOON 1 ew GHOSTSHIP JACK DEE 

P.S. FONTS i) POD THE UNFORGIVEN (5) 
TYPE ; FON S (5) TENNIS ) 
STRIKE 10 PIN 
POOL 


D LOCK 
RIM DATABASE 
DISNEY CLIPS OLYMPIAD (2) CLASSIC MUSIC (2) 
PRO oy us ent OBLIVION | LIFT MY CUP 
D COPY SLAMBALL THE ae 
DPAINT FONTS (10) ARTKILLERUS AMSONIQ 6 
IEA eeraoe FAIRLIGHT 242 
visic TOTALLY TEKNO 
CRUNCH AND COPY NEIGHBOURS (2) 

KYFLYER 


TOTA R 
ave CRY FOR DAWN 


WHE THE PRISONER 
ST a DRACULA 
MICROMARKET SHARRON STONE 
MR MEN OLYMPICS (2) YABBA DABBA 
BILLY BURGL GIRLS OF SPORT 
SUPER PRIX PAULINA 

IRON CLADS (2) MOVIE STARS 
SQUIGS ROBIN HOOD 
CASHFRUIT a 


DOMINOES FER 
SORRY MOTORBIKES (2) 
SCORCHED TANKS AIRCR 
STEWARDS ENQUIRY MANGA MANUALS 
SOLAR LORDS 
VCHESS 
OAK ATTACK 
SON OF BLAGGER 
TANK N STU 
fe) SWORD OF WARLOCK (3) 
BITMAP FONTS (5) SLIME 
MUSIC RIPPERS GOB 
SKICK 100 GAMES (7) 


MAGNUM V1.9 

DISK OPTIMISER 
QUALITY yMoDe 
OCTAMED MODS (5) 
AMIGA E 

SPECTRUM EMULATOR V17 
SPECTRUM GAMES (8) 
BEGINNERS BENCH 

NO ERRORS 

ABC UTILITIES 

1200 FIXDISK 
AMICHECK 


SLIDESHOW MAKER 
MAVERICK V5.0 
PAINT AND ANIMATE 
SPECTRAPAINT 


JIMI HENDRIX (2) 
CORNCIRCLE 


Ti . | li ‘ 

PLEASE STATE OVER 18 
CELEBRITY SPECIALS (5) 100 CAP BOX - £7.40 
CLASSIC GIRLS (4) 100 4 COLOUR LABELS - £2.50 
THE F DISK DRIVE CLEANER - £3.29 
SUPER GIRLS 3 A4 MOUSEMAT - £3.29 
SEXY DROIDS 6mm MOUSEMAT - £2.29 
BEYOND FORCE (2) 500, +, 600 

DREAMS DUSTEOVERS £2.99 

0 CAP BOX - £1.49 

QUALITY DISKS - 50p 


P&P INCLUDED 


MARIA WHITTAKER 
KATHY LLOYD 
MADONNA SEX (3) 
DOMINA (2) 
SABRINA 
TATJANA 

MAYFAIR 3) 
NAKED D AMS 
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if you are under 18 or don’t pay the phone bill, get permission before dialing. Calls cost 
39p/min cheap rate, 49p/min at all other times. Max length 7.5 mins (£3.68 Max) Non- 
instant comps end 28/2/95. Winner picked at random from draw & told by post. Rules/win- 
ners from Shpn, 4 Walnut Tree Park, Walnut Tree Close, Guildford, Surrey GU1 4TA 


TIPPINGS 


SNIPPING THE 


SNIP TIPS 


Well the festive season is upon us, and the stockings are burning gently in the fireplace 


while the smoke detector sits helpless due to uncle Bob having put the batteries in his new 


Casio keyboard. Oh look, Santa's brought me some tips. How very original. 


SANSHEE 

Core 

Ta to someone by the name of ‘The Sas 
67' from Eccles who, though having a 
stupid name, has sent in a cheat for the 
A1200 version that gives you a level 
skip. Simply type in ‘FLEV17’ on the title 
screen or during the intro and press 
return (press any F-key to jump). Also, 
enter ‘| AM EXQUISITELY EVIL’ at the 
same point for a bit of fun (if you con- 
sider killing polar bears to be fun!) | also 
happen to know that CD32 owners of 
the game can get the ‘Gore mode’ by 
entering a high score as MARY WHITE- 
HOUSE, while KANNIADE KREW gives 
you invincibility with the option to skip 
levels by pressing the two shoulder but- 
tons together. 


SENSIBLE SOCCER 
Renegade 

Er... thanks ever so to Ben Riley from 
West Australia for this, well... wonder- 
ful little idea for the supremo soccer 
game that is Sensi. What you have to 
do is, at about the 90th minute of a 
game, position one of your men over by 
the boundary line to the right of the 
screen. When the final whistle goes, 
your man will be the first off the field 
and into the changing room. This 
means that he'll get a nice hot shower 
and be all happy for the next game. 
Yes. Thanks for that. It’s truly brilliant 
(have you considered counselling?) 


QuIK 

Titus 

Thanks to the numerous people that 
have sent in this little discovery on the 
Titus platformy romp. On Desert level 
2, when collecting the clock, walk off 
the left of the ledge and the level will 
be complete. Stunning! 


ALIEN 3 

Virgin 

Once you’re into the first level, by tak- 
ing out disk one and replacing it with 
disk two, you can move on to a later 
level after letting your time run out 
(the chest bursting bit an’ all). 
Ignore the briefing screen, and get 
to some serious alien bashing! 


FRONTIER 

Gametek 

I'm still getting tons and tons of queries 
about this classic, so needless to say | 
was more than thrilled to receive a new 
bug/cheat from an Inge Rafteseth of 
Norway. Thanks very much indeed 
mate, and the cheat goes, a bit, like 
this... 

1. Buy a Tiger Trader, but don’t both- 
er with a crew. 

2. Sell the hyperdrive and buy 10 
MB4 mining machines and an escape 
pod. 

3. Now simply activate the escape 
pod and then land it. 

4. As usual after ejecting, you'll 
receive an Eagle Fighter (20 tonnes) 

5. Ah! But when you check the 
inventory you'll see that the MB4s are 
still on board! Sell these, and apart 
from making a bit of dosh back, you'll 
increase the Eagle’s capacity to 320 
tonnes. Hello! 

This ship can hold up to a class 6 
drive, giving it a range of 288 light 
years! Even with a class 4 the range is 
128 light years and ‘normal’ jumps only 
takes hours. Needless to say, this ship 
is ideal for those nasty timed military 
missions (and just about everything 
else!) Incidentally, does anyone know 
what “Jassa, du kan Norsk? Meget bra, 
meget bra” means? My guess is “Do 
you speak Norwegian? Very good , very 
good” but I'm not sure! | just like it 
because it includes the word ‘bra’ 
(chortle chortle!) 


PREM. MANAGER 2 
Gremlin 

Well you've asked and asked, and | have 
reluctantly agreed to accommodate all 
the sad perverts out there (which 
sounds a bit suspect in itself) by print- 
ing the infamous ‘Breasts and Legs’ 
code for the club secretary. Just don’t 
let anyone know | was the one that 
told you! Go to the phone and type 
089869. You'll have to work out what 
else to do for yourself! 


GLOBDULE 
core 


Thanks to the many people who've sent 
in the World codes for this recently- 


budgeted puzzler. And the complete 
list goes... 

. HECNASAKEZDV 

. UDDCASNZEZDV 

. TLPPASNQEZQZ 

. SHPWASBNEZEP 

. VAQNNTOGEZDR 

. EZPSASBREZRX 

. WHQQASSBEZUJ 

. SVQBASSSEZVP 

. SKCUNVNNSBDR 
10. F@CONWNHFCDR 
11. VGPHOMAASSDR 
12. GOEBOQBUSWDR 
13. RYQGOYNZGEDR 


OOAN DU BWN — 


KID CHAOS 
Ocean 
Denis Wilson has very kindly sent in 
some codes for all the worlds on this 
interesting little platformer. 
Secret Garden — NONE 
Toxic Wasteland — LILBDKEAJNA 
Toy Factory — NMOHCKGLGAB 
Techno City — PFQOOAAICKTN 


SUPER STARDUST 
Team 17 
Ta to regular tipster Alex Simms for 
these loverly little codes. 
BZZZZZZZZZB — Warp 1, with 25 
lives and full power-ups 
CXZZZXZWWQS — Warp 2 and spe- 
cial mission, plus 20 lives 
DW2ZZZWZTTLD — Warp 3 with 15 
lives 
ENZZZTZALPO — Warp 4 and special 
mission plus 10 lives 
22222222222 — Cheat mode = 35 
lives and full power-ups 


RAILROAD TYCOON 
CIVILIZATION 


MicroProse 

A little chunket of software doth flap 
its pretty little wings towards a Mr Mark 
Elliott of Nottingham (who's been with 
us since July ‘92 — good fella!) for 
sending in a couple of cheats for the 
two excellent Sid Meier classics above. 
Firstly, Railroad Tycoon... Okay, first 
freeze the game and go to the Regional 
Display. Now put the mouse pointer 
over the area that displays your money 


and press SHIFT and the number 4 (for 
the $ sign). Each time you do this, you'll 
receive an extra half a million doolons 
once you go back into the game. Next 
up is a cheat for Civilization that allows 
your settler units to perform their tasks 
in just one turn... When you've set a 
settler unit to work on, for instance, irri- 
gation, click the mouse on the settler 
unit again and a box will appear in the 
centre of the screen with the settler unit 
having an ‘I’ on it. Click anywhere in 
this box and the settler unit will start 
flashing. Press ‘I’ again, and then repeat 
this process five times, and the square 
will now be irrigated in the same turn. 
This also works for mining (10 turns) or 
roads (2 turns). This is incredibly use- 
ful, especially on the two harder levels 
when you have to expand very quickly. 


ZONKED: 


Psygnosis 

Ta very much and cheers to young 
Kevin Hoyle from Bolton for this little 
gem. By pressing Esc on the title screen, 
a password screen will appear. Enter a 
string of zeros, making the last digits 
show the level you want (i.e. 
0000000010 = level 10). Do it quickly, 
as the password screen goes again. 


Fi GRAND PRIX 
MicroProse 

Nicholas Hart from Luton has written in 
to say: As this has just been released on 
budget, | thought you might like to 
know this little cheat. If you're not 
doing too well, pull into the pit lane, 
but don’t go into the pit. Now wait 
until the race has been won, then accel- 
erate. As the race is already over, they'll 
not change your tyres, but they'll say 
you've won the race! 


THEME PARK 
Bullfrog 


We've had tons and tons of requests for 
Theme Park (A1200) cheats, so do try 
out this little doobie, as suggested by 
Glen Clough of Newcastle: When asked 
for disk 3, hold down the C key and 
insert the disk. Keep the key held held 
down, and when the game continues, 
you should have tons of money. 
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Look. Let's get one thing straight. I've gota 


SRT 


huge pile of games here. Some are great, 


some are not. When it comes to Snip Tips 


and Surgery prizes it’s all very ‘lucky dip’- 


like, so stop sending back the crap ones, you 
ungrateful gits. Yours, Matt The Medic. 


Dear Matt The Medic, 
| recently bought King’s Quest 6 and 
am seriously stuck in the catacombs. 
Can you draw me a map? 
lan Degaetano, 
Malta. 


lan, I'm afraid that space doesn't allow 
me to draw you an entire map for that 
level, but | can at least give you the 
solution for the catacomb area. Just 
stop reading when you want to carry 
on yourself (it'll make your game last 
longer believe me!) Okay... walk N, N, 
E, E, N to get to the skull room. ‘Hand 
on‘ the pile of skulls to take one, and 
Walk S, W, W, N, W to spike maze. Get 
through (1st time only) and walk W, N 
to room with shield. Take shield and 
walk N, N, N, W, W to crypt. Take coins 
from dead man’s eyes and walk E, E, S, 
E to crushing ceiling room and throw 
bricks into gears to stop crushing. Walk 
E, E, N, E to trap door and fall to level 
2. Use tinder box on Alexandra's eyes 
to light room and walk W, W, W, W, W, 
S, S, E to find cul-de-sac room. Use hole 
to look through wall and spot mino- 
taur. Walk W, W, W, S, S, E, S, —, —, N, 
E, N, N to find entrance. ‘Hand on’ 
tapestry to open door to lair, and walk 
over to pit and use scarf on minotaur. 
Watch minotaur and celeste cartoons. 


Dear Matt, 
I've been playing the brilliant Frontier: 
Elite 2 for ages now, but every time | try 
to complete an assassination, | just end 
up sitting there while my target does 
nothing. What am | doing wrong? 
Paul Flint, 
Suffolk 


Basically, the assassinations are hard 
enough at the best of times, but there's 
also a bug in the game that means any 
targets launching from an orbital sta- 
tion, er... won't. It’s also not worth 
bothering unless you've got a high 
hyperspace capability, a hyperspace 
analyser and a radar mapper. Dont 
start fighting around planets as you ll 
get into trouble with the fuzz, so just 
launch a few naval missiles and bugger 


off into space as soon as possible. 

Oh, one other thing. I've had quite a 
few people saying that the Frontier 
cheats | give out don’t work. This is like- 
ly to be because bugs which appeared 
in the original release have been 
removed from later versions. Shame. 


Dear Matt, 
Alright. I’ve killed lots of things, I’ve 
sold lots of things, and I've flown 
around a lot. So why the bloody hell 
can’t | get above Dangerous as far as 
the Elite rating in Frontier goes? | was 
under the impression that it didn’t mat- 
ter how you played the game, but my 
trading/passenger tactics obviously 
aren't doing the job. What should | do? 
Dave Wright 
Portsmouth 


Though you can play whatever sort of 
game you fancy within Frontier, it will 
affect how fast you progress because 
you obviously won't have as many bat- 
tles as a trader as you would as a pirate. 
There's a simple currency system 
employed which basically says that for 
every 256 ships you kill, you get a 
"Right on Commander” message. To 
get up to Competent you need two 
messages, to get to Dangerous you 
need four more, and a further eight 
more to get to Deadly. After another 
sixteen you'll get to ELITE, but this 
means, maths fans, that you must kill 
more than 7,500 ships! 


Dear Matt, 
When all else fails, grovel, so... ‘Oh 
great master, the all-knowing one, the 
oracle of that which walks this Earth of 
ours, can you help me, please? (I like 
that. Nice opening — MTM) I'm trying 
to play Dark Seed, but | can’t make any 
more progress, I've been through the 
mirror, got the microfilm, taken it to 
the library, read it, got the stone and 
car keys, energised the stone, but can't 
get any further. | tried to get the back 
issue of The One with the solution, but 
it was sold out. Please help. 

Mervyn Stutter, 

Clacton-On-Sea 


id just tke to take this opportunity to answer a particularly nasty 
letter I've received accusing me of not doing my job in the surgery 
: and Wegiews 5 to te other readers. Sod off you a There. 


ee Jason aeaatae from Somerset would like to know how to get the 
last piece of the Ro’geld from the room with the seven monsters’ 


heads opening and closing. 


* Just to annoy a certain miserable git by the name of Luke ‘that 
~ bloke from Seaford’ I've decided to do exactly what he asked me not 
to do, and ask the readers if they know how to call the cab to send 
_ Sweet Cheeks back to the station, because | don't. It's good peng: a 
reviews editor isn’t it? Ahahaha! 
Jan Barstow from Redolteh ¢ can't il the octopus boss in Chuck 
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° goa Nurse Godfrey McCarthy has sent ina reply to Michael 


Boueilde age for oe with The — on seving, that t 


abs dia 


ein 1KILLING (try 


© Top Doc lcky Casininive his a chon that shes Kalb Hieeribers: 

| Gary Bradley on Viz. On the character selection screen , type in (and 
because of censorship you'll have to guess what this says...) ‘WHAT A 
_ GREAT LOAD OF BO**OCKS’. The border will change colour, allowing 


you to dock levels EY pressing 1-5. 


Firstly Mervin, please don't ever write 
to me again if you intend to use your 
silly calligraphy pen. Though | realise 
some consider it an art form, | consider 
it an extremely silly thing, making sim- 
ple tasks such as reading letters turn 
into enormous half-hour long affairs, 
where various members of the office 
staff try to guess what the words are 
meant to say (of course, | forgive you 
thanks to your intro!). 

Anyway, Dark Seed... Obviously 
there's no way for me to check that 
you've done everything necessary 
before the things you mention in your 
letter, but here’s what you need to do 
from the given point. Once you've ener- 
gised the stone, use it on the axe to 
make a hammer (save this for the mir- 
ror). Return to Earth and go to the car. 
Pour the scotch into the gas tank and 
slide behind the wheel to use the keys 
on the ignition. Cross the portal one 
last time and enter the space craft. Use 
the gloves on the lever to initialise lift- 
off, then run out side. After this, you 
should be able to get to the end with- 
out too much trouble. Good luck mate! 


Dear Matt, 
I'm aware that there are some eslcial 
codes in the excellent K240 that allow 
you to build faster than normal and 
such. Do you have these codes? 
Mr S Pearce 
Nottingham 


indeed, Mr S, | do have these codes in 
my position, and am quite happy to 
divulge the information as long as you 
realise that it really does bugger up the 
fun of the game, and | personally would 


recommend you play the whole thing 
without them. Oh well, ‘S', you've been 
warned... 

SKYSCRAPER [return] turns the quick- 
build on and off. 

PANEL [return] brings out standard but- 
tons onto the screen. After typing, 
rotate the asteroid once to activate. 
NASA [return] followed by a number 
gives you: 1 - Assault Fighter, 2 - 
Combat Eagle, 3 - Scout, 4 - Destructor, 
5 - Terminator, 6 - Transporter, 7 - 
Battleship, 8 - Space Dock. 

ICEMAN [return] freezes all asteroids. 
Repeat to turn them back on. 

WIDGET [return] gives you all the Sci- 
Tek blueprints. 

LOADSADOSH [return] 100,000 credits! 
ICBM [return] gives you four of every 
missile type, as well as four satellites. 
TELESCOPE [return] makes all the aster- 
oids on the map visible, though you 
can’t travel to any as yet ‘undiscovered’. 
LEMINGS [return] adds 50 people to 
current asteroid. 


Yes, that's it for 1994, but I'll be 

_ back in 1995 with much the | 

same old tosh and Monkey 
Island queries (yawn). Don't 

forget, get your questions and 
answers in to: Matt The Medic’s 
Games Surgery, The One, Priory 
Court, 30-32 Farringdon Lane 
EC1M 3AU. And don't phone, 
because I'm off to get my ears 
plugged up with some scrum- 
my figgy pudding. 
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AMIGA GAMES 


PIII WOMEN cesar ndsipvsarrscenidipcacvseviniciaedens £7.99 
Anti Heads / It came from the Desert. £9.99 
yt EE SE Ee eee A AS 
BREE, IE ie AN EM baiitledntctnscesbobstlcideniarwnaeusecee ee 
Battletoads................ as sceeneeeeh 9.99 
Beneath Steel Skys........ seeeeeh 9,99 
Beavers.......... 2 A Rs OR 9, v1ee£8.99 
RE RS es +0e£9,99 
BI ENO seccseiaseosmuses £9.99 
Bubble ‘n’ Squeak.. £14.99 
Bump ‘n’ Burn... sedehe ee tO? 
Champ Manager E E ind Of Sea ason » D/D £12.99 
Club Football.. £20.99 
Be OTANI oka a cciicihcincstaxco miei soeekadanitadel £9.99 
Ee IE Ghis chcia hi asetceacstomtendaakacontaanaaets £17.99 
EINE SOUUE xs ccthincuncibessstptessvudtikeacnessttetssiaetes £8.99 
CRORIIG ooo ihscesesceneiecsegs teh edipiebnig sud sasabees £22.99 
Br 1\ EMRIONUECD 5 chadécebtidededicckanstdane idebdidesaaeaniad £12.99 
Funschool 2, Under 6-6-8 over 8 ........ccc0008 £6.99 
gk a, PO NRUE TEE COCKER Oe. 3B 
RST ASOGGI fab icsscecdertvsrsasvactits sepuhlotenne tae ee 
Graham Gooch 2and Innings ............:c00 £8.99 
Global Gladiators .......... lcahieegbaacteeteedinasia hao 
Gunship 2000 ..........0s0s00+0 HE eat £14.99 
REGIE IEA nchank ductessipasbetasditanegsdsabdscpicigiescc Ue 
BN UU sc ccnscd odtndbdeeicines datatvcckuctiousitidiaawages £12.99 
James Pond 3 (A1200). iiss ee 
Jurassic Park AS00/1200 .............c:cecceceeeseeee 14,99 
PUR acetee te teabtn sAitilish Menta cohcsenca dab heldinadlentiasilins £17.99 
Man-UTD Premier Champs Data Disk.......... £7.99 
Man UTD Premier League Champions........ £14.99 
Marvins Marvellous Adv. (A1200).............. £19.99 
RNIN PRNINNIIE Gs suedigidiscacceseestddudeenaid<dses chnagaions £6.99 
Microprose Grand Prix .........::ssssscescesseeneees £14.99 
MIG-29m Super Fulcrum............0:esseseeeees £10.99 
PMN cul cstilieincstisctesanionevadiabhsvadaciadiancbanaion £8.99 
DIT CUMIN Bi sicctncietassscatciovacecsidsclncesahos’ £12.99 
FOGG UNNI cst cin sep Aeadiiedesdeebbedicsiathesdecdinovabccees £9.99 
Noddy’s Big Adventures 3-8 yrs...........00 £16.99 
Noddy's Playtime 3-8 yPrs..........cccccccesccsereeees £16.99 
CRBS FIIEOE basecsnictridineintehiwincenes £19.99 
Brutal Sports Foothball..................... £10.99 
Bubble 'n"Squeak: .........ccccscesscersseseseses £10.99 
Guardians ......... iedbushacdagistinedipeingiaies £15.99 
kf RAR Sr om £11.99 
SME MENU chk cclbisidsvedes snclidieitiieenedencecebuead £16.99 
PODER IES sididdn ciesstiydbenstbdiceabvedtinnsed £14.99 


WIN! WIN? WIN! 


LOADS 


OF KIT AND 


Liberation £9.99 
Playdays 3 to 8 yrs £9.99 
P.G.A. Tour Golf + E xtra Courses £12.99 
Out to Lunch A1200 £9.99 
Pinball Double (Dreams & Fantasies) £19.99 
Premier Manager 3 £15.99 
Power Monger and WWI £11.99 
Premier Manager 2 £8.99 
Puggsy £12.99 
Re-union £22.99 
Ruff ‘n’ Tumble £17.99 
EEE OE: RIND COR ODD soc cseisponcisbaavdcanenastaanccccale bs Lae 
Rugby League Coach. v1 16.99 
Space Quest 4 vee 12.99 
os AER er ek I £12.99 
Simpsons £6.99 
Sim City Classics er 2 A! 
Sim City Architure | £4.99 
Sleep Walker AS00/A 1200 £7.99 
Soccer Kid A500/A1200 £9.99 
Soccer Team Manager £10.99 
Supremacy .. £10.99 
Sooty's Fun with Numbers 7Yrs £7.99 
Tactical Manager, Italia £18.99 
Thamas Tank Fun with Words 7 Yrs £7.99 
Thomas The Tank Engine Paint Box ...........£12.99 
The Clue A500/A 1200 ..... £20.99 
Tornado A500/1200 pivecntch OFF 
Tornado A1200/4000 Hard Drive Only ower 4¢ KO 
Traps ‘n’ Treasures £9.99 
Trival Pursuits £7.99 
Thomas Tank | and 2..... £12.99 
Universe.. don £22.99 
ARMAS wishaliomsscdisiattosvintah bese eae 
Wembly Int. Soccer £14.99 
Wembley Rugby League £14.99 
Zool 2 A500/1200 £8.99 
CD 32 

II IRIN cicese cachhnasddiiigsinanigimlltthin £12.99 

gS) Be BE RE I Be ORR 

IEE Mad CROQOO cscsiicccchelastbaneiamedbens £19.99 

Wembley International Soccer .......... £19.99 

ep ES SM RE Ee Be £14.99 

MORE WERIINOS 5s. ccicscsnichbiberviesttnaiiodae £14.99 

CARIES OB iaviliccinccsesasitaethnwindennais £14.99 


COMPILATIONS ANY 3 FOR £10.00 


Allo Allo Art of Chess 


THE GREATEST £14.99 Pesasus Bully’s Sporting Darts 
Jimmy White/Dune Jim Power Galactic Warrior Rats 
Lure of the Temptress Mega Motion Hyperion 

: . Rampart Impossamole 
EXCELLENT G AMES £16.99 Striker. Spike in Transilvania 


se um up Construction Kit 
rrack Suit Manager 

World Champ. Boxing Manager 
Sun Cross W ords 

Pixie & Dixie 

Colossus Chess x 

Zool (A500/1200) 

IN I Soccer 


Shuttle/Populous 2 
Archer Macleans Pool/James Pond 2 


SUPER ALL STARS £9.99 
Robin Hood/Magicland Dizzy 
Captain Dynamo/CJ in the USA 
STEG the Slug 


Suburban Commando 
Dinosaur Detective Agency 
Amie 

Beast Busters 

BSS Jane Seymour 

Double Dragon 2 

Daily Double Horse Racing 


KIDS RULE OKAY £9.99 Mercenary 3 (Not 1200) Ultimate Golf 
Postman Pat 3/Popeye 2 Resolution 101] Utopia 
Sooty and Sw eep Santas XMAS Capers Action Ay cy 
Supernova (Fruit machine) Ultimate Ride 

a tcl ee aU Striker £19.99 Dalek Attack Titanic Blinky 

. Nigel Mansell (AS00/1 200) : tio 
Championship Manager 93 Coaiens Tavlos vii Soman 
Championship Manager 94 Switch Blade 2? Xenon 
LOTUS TRILOGY £10.99 Space Crusade limes Crosswods 
A500/1200 Lotus 1, 2 ‘ard sty gbaeeaonse ae 4 
BUMFE R PACK £6.99 When Ordering Please Give One Alternative Also Which Amiga 
Jaws/Grand Prix/High Steel/ 
Crossbow 1K D: 32 
KIDS PACK £5.99 poore 


Postman Pat/Musters/ 
Count Duckula (Not Boxed). 


CLASSIC BOARD GAMES £7.99 
Chess/Backgammon/Draughts. 


SPORTS TOP 10 £14.99 
World Rugby/World Soccer/ 

Int Ice Hockey/Int Tennis/ 

Int Truck Racing/World Cricket/ S() 
Carnage/Tag Team Wrestling : 
Kenny Dalglish/G Souness. 


THE COLLECTION £19.99 
Cannon Fodder, Settlers, Chaos 
Engine, T.2. 


£8.99 Each or Any 3 for £20. 00 
EX SOFTWARE DISKS 


for £10.00 Phone for 
100 for £18.50 larger amounts 


Includes Labels UK Only 


Csames subject to availability. 
A phone call reserves your order 
Open 6 Days a week 
9.00 - 5.30 

Price inc. P/P (U.K) 

Europe + £2.00 Per Game - Rest of the World £3.00 

Shop prices may vary. 
Cheques or postal Orders Payable to Wizard Games. 
WIZARD GAMES, 1 NORTH MARINE RD, SCARBOROUGH, N.YORKS YO12 7EY 
TEL & FAX : 0723 376586/503299 


SPECIAL OFFER 


Money Matters 


£29.99 


John Menzies in association with Software, 
the people who brought Syndicate (SNES) and Inferno into 
our homes, are offering one lucky person the chance to 
win loads of console equipment! What's more, their gen- 
erosity does not stop there! — 50 games from a selection 
of Ocean’s extensive multi-format catalogue will form the 
equally impressive runners-up prizes! These fabulous 
prizes are brought to you by (GGG), top newsagent 
John Menzies, and EMAP Images, the leading light in 
video game magazines. Entering the competition is sim- 
licity itself. Just follow these pointers: 
¢ Go into your local John Menzies store. 
¢ Pick up an entry form and answer the three easy 
questions on it. 
¢ Mark your name and address on the space provided. 
¢ Post your completed entry to the name and address 
stated. 
The entry leaflets will be in all the UK’s John Menzies 
stores between 20/01/95 and 24/02/95 , so make sure 
you get down there pretty smartish, as the competition 
closes on the 4th of March 1995. 
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Full prize details on entry form 


BREAKING AW 


Ever wanted to sail into the sunset? Visit 
ports of call known only to grizzled 18th 
century sea captains? 


Then let our unique first-person 
perspective and stunning 3-D graphics 
put the wind in your sails! Swashbuckle 
away as you trade goods, vanquish enemy 
ships and create routes to riches. Take 
time to gossip in local taverns, repair 
cannonball damage, and stoke up your 
crew's morale. (A little rum, perhaps?) 


Chart your progress with our authentic 
navigational aids, and revel in a world 
long gone: Where fortunes are hercely 
defended, and only skill stands between 
you and the deep blue sea! 


Variety of goods to trade and 
passengers to carry. 

Command a crew of soldiers, sailors 
and apprentices. 

Defend against pirates and enemy 
men-o -war. 

Buy and enhance ships from 

several models. 

Highly intuitive interface. 

Dynamic pricing and political models. 
Strong replayability. 


> n 
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} ‘ Ri Bed aoe ™ Pra . 
Visit exotic ports on many continents Engage enemy ships in realistic sea combat 


Impressions 


© 1994 Impressions Software, Unit 9, Princeton Court, Felsham Road, Putney, London SW15 1AZ. IBM PC Screenshots may vary 
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Snow is falling. All around me. Children 
playing. Having fun. Right! We'll soon put a 
stop to that. Here's Matt Broughton to 
scare them all with his enormous PD. (I 
think you know what I mean). 


SCORE 
00 15900 


a 
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rom Confused Pelican Soft- 
ca ware (the gent behind Mor- 

ton’s Strikes Back, 80 percent 
last issue) comes Erik — a Viking on 
a mission. Looking very cute and 
playing like a sort of slower and 
more platform-based Qwak copy, 
Erik is a very polished game indeed. 

Your basic objectives are simple 
enough; just stay alive, collect as 
many points as possible, and grab as 
many gems as you can to use as cur- 
rency when buying more powerful 
weapons from the occasional witch- 
es shops that pop up. It’s standard 
platform fare, with spikes dropping 
on you, snails biting your ankles, and 
keys needing to be collected to move 
on to further levels. 

Most of the enemies in Erik are of 
the ‘set attack pattern’ sort, with 
aimless platform wandering tactics, 
while the odd intelligent opponent 
chases you around the game area. 

Erik is armed with an infinite sup- 
ply of spears to lob at anything he 
fancies, though by entering the 
aforementioned witch supply shops, 
three-way shots, fireballs, shields, 
and all manner of helpful power-ups 


can be pur- ge py oe 
chased. Other Baiz 1300 
than that, it's 


really a matter of 
either getting to 
the key and exit 
as fast as possi- 
ble (there is a 
slight time limit) 


..and ran down 
to the pillage 
shop to pick up 
his slaughtery 
ticket. 


HI SCORE 
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or trying to get all of the gems 
available on that level. 

The game is excellent in most 
areas, apart from a few niggles 
with silly play-spoiling features. For 
instance, there are some areas on 
each world where, once you’re in 
line with a certain level, an arrow 
will appear from the side of the 
screen and stab you. Unless you‘ve 
got the Force on your side, or super 
cat-like reflexes, these invariably kill 
you, leaving an extremely unsatis- 
fied taste in your mouth (just like 
drinking Attrill’s Imperial Sloe Gin, 
I’m sure). The only way to find them 
is to die-by-error, and never do the 
same thing again. This is all very 
well and groovy, but bloody annoy- 
ing if you’re on your last life, hav- 
ing managed to avoid all the bad- 
dies, and then shuffled off because 
of a mystery arrow. Pah! 

Anyway, this is not an extreme 
pain, but when you have to keep 
playing through the same five lev- 
els just to get back to the last ‘mys- 
tery death’, you start wondering 
just how long people will be both- 
ered to play. Pretty smart, but not 
exceptional. 

OVERALL: 77% 
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BOUNCE BOMBS 


PRICE: 


250 
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BEAVIS ‘N’ BUTTHEAD — 
BREAKING THE LAWN 


aS 


few months 
ago we saw a 
Dangermouse 


game that was nothing 
more than a Hunchback 
clone (though quite a 
good one) with Danger- 
mouse graphics and a 
couple of relevant sam- 
ples. Well B ‘n’ B is much the same, 
only this time basing itself around 
the Commodore 64 classic, Hovver 
Bovver. 

For anyone not familiar with 
Beavis and Butthead, they're basi- 
cally a sort of cartoon Wayne's 
World couple (not Biblical, surely? — 
Andy.), born of MTV, and heavily 
into Metal Music, slagging off pop, 
making money without having to do 
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any work, and sniggering a lot. 
Especially while in school. 

For anyone not familiar with 
Hovver Bovver, it was a simple yet 
enjoyable gardening game, in 
which you had to drive around 
increasingly weird gardens, mow- 
ing grass and avoiding angry gar- 
deners and mad dogs. All this while 
trying not to plough down flowers, 
crash into walls, or fall into ponds. 
Simple stuff | know, but hey! that’s 
what classics were like back then. 

B ‘n’ B really just puts the two 
things together, with a fairly accu- 
rate conversion and some nice sam- 
pled voice-overs and sound effects. 
The MTV sick sense of humour has 
found its way into the game, with 
bonus points being awarded for 
mowing over toads, and the two 
delinquents sniggering at you every 
time a flower is run down. Cool. 

This is the first Hovver Bovver 
copy | think I’ve seen, and though 
quite accurate as far as | can 
remember, does very little to the 
nostalgia buds simply because, in 
retrospect, the game isn’t actually 
that ‘classic’ at all. Shame. 

If you're a Beavis and Butthead 
fan, you'll probably get a few 
chuckles out of this, but other than 
that, there’s no real reason to over- 
ly recommend this to you. 

OVERALL: 70% 


13TH PART X 
Software Expressions, 
No 0330 


m... yes. Well you certainly 

ad can't accuse this of being a 
‘normal’ game, because to 

be quite frank, it's as weird as the 
idea that Andy might be attractive 
to girls. Not exactly scoring highly 
in the ‘subtlety stakes’, Friday the 
13th comes complete with the hon- 
est banner, “Jason gets a bit bored 
of all the touring, and heads back 
to Camp Crystal for some senseless 
slaughter.” Good idea. 
What this actually boils down to, 

is a strange little game that looks a 


eaders, forgive me. I’ve 
R committed a terrible sin. | 
condemned a piece of soft- 
ware to the back of my drawer 
without having looked at it prop- 
erly, and it’s only now that I've had 
a clear out, that I’ve discovered a 
really excellent little bit of PD. 
Marbles is nothing new to ‘PD 
Zone’ in concept, being a puzzle 
game of the ‘tumbling tiles’ variety. 
The difference here is that while 
most of the general offerings try to 
succeed by adding tons of features 


MARBLES 


a tile, the tile dissolves, meaning that ; 


any attempt to roll into that space 
again will result in instant death. It's 
therefore down to you to select the 
route, making sure that you never 


have to go back on yourself. That is } 


unless you're allowed to... 

Ah! Yes, some of the tiles will dis- 
solve only after two visits, while oth- 
ers are poisoned and must be avoid- 


PD ZONE 


They say it’s quite chilli in space... 
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ed at all costs. Further tiles include } 
bombs that destroy the adjacent: 
icons, teleport blocks that whisk you } 


, 


— thus complicating things — Mar- 
bles sticks to just a couple of dif- 
ferent tiles, confident that the level 


ALIEN ATTACK 


a designs will shine through. Well 
done. They did. 

If you haven't seen a game like 
this before, the rules are quite sim- 
ple. You control a marble that can 
roll, and has one simple aim in life 
— to get from a starting block toa 

s finishing block, collecting all the 
jewels on that particular level. The 
only problem that faces said mar- 
ble, is that as it rolls on and then off 


The new album by Mike Oldfield... 


away to that tile’s twin, and tiles: 


with arrows that automatically force 
you to move on in that direction. 
Though the beauty of these games 
usually lies in clever level designs, 
Marbles goes one step further by 
allowing you to swap some of the 
tiles around the screen. So, whereas 
you'd usually just have to work out 
which path to take, you now effec- 
tively have to lay the path first. 
) Believe me, it’s even 
| harder than it sounds. 
To be 


of the other games. 
lf you've 
played a game like this, 


vaguely 


ing facility as 
What a barg’!) 
OVERALL: 90% 


...sounds like this. 


bit like Atic Atac (an extremely old 
‘room-to-room’ game, young fans) 
but actually has best part of nowt 
going on. 

You're Jason and, armed with a 
trusty blade and scary mask, have to 
make your way around a maze-like 
house, looking for young ladies to, 
er... well, knife to death, really 
(Would you mind coming down to 
the station for a quick chat? — The 
Dodgy Idea police.). Most of the 
identical rooms are empty, but when 
you do find a young female, she sim- 
ply stands there, allowing you to get 
into position and, ah, introduce her 
to your utensil (that’s better! — TDI 
PD). You get a hundred points for 
every death, and that’s the game! 


Every now and 
then you'll randomly 
come across a ran- 
dom policeman in a 
random room, who'll 
do his best to shoot 
you. Needless to say, 
it’s at this point that 
you need to turn 
around and sod off mucho pronto. 
The sound effects are pretty limited, 
with just the odd swipe or scream 
effect, while the background music 
is a sample of the excellent Flashback 
music (call in the legal department, 
methinks). 

The game is only worth looking at 
simply because it's so strange and 
revolting: There's no longevity in the 


| honest, 1} 
| wouldn't generally give } 
a game like this too; 
| much of my time, but |: 
found the game so frus- 
| trating, yet rewarding, : 
that I've spent more} 
time on this than most: 


never } 


or even tried anything ; 
puzzle-like, : 
grab hold of this imme- : 
diately — you won't be } 
disappointed. (Oh, did | 
mention there’s an edit- ; 
well? : 


a Clique Deyelopment, 


op quality poo’ is a phrase 

that instantly springs to mind 
the first time you load up 

: Alien Attack. To suggest that this is 
exactly the sort of thoughtless crap 
; that gives Public Domain software a 
i bad name is an understatement. 
: Somehow the authors have man- 
: aged to combine unoriginal game 
play, sluggish speed, enormous and 
boring graphics, and music that 
sounds like a four year old child 
banging his hands on the lower and 
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; 
, 
, 
. 
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higher octaves of a piano, to create 
one of the most pointless Space 
Invader clones ever. 
| feel like a bit of 
, 4 i 
: a git for being so eee 
: blunt because * Seg 8 
i this is a new QJ 
PD games pro- @ud 
ducer, but | think it 
best to nip them in the bud, as it 
were, because if they intend to pro- 
duce any more software like this, 
they should think about a career in 
the window cleaning industry. 
: [loaded up the five level PD demo 
i first, and as you might imagine, 
i didn’t find it exactly challenging. 
: What with everything moving at a 
i centimetre an hour, not to mention 


Donald thought he'd won first 
prize in ITV's ‘Kill Cilla’ 
competition... 


gameplay, and you certainly won't 
be glued to your screen for more 
than about 10 minutes (if that!), so 
it only remains for me to give it a 
mark. And that will be... 

OVERALL: 59% 


£5.00 (£7100 for AGA) gi. 


.. though 

I've never 

bean. 
a ‘certain famil- 
iarity’ with the con- 
cept, | completed the entire demo on 
my first go, only to be told that the 
‘real’ version was available by send- 
ing off five quid. | think not. 

The graphics are certainly nice and 
big, but so what. Who real- 
ly cares if there’s another 

/ Space Invaders clone. There 
/ are so many PD authors out 

/ there writing top notch, not to 
mention original, concept titles, 
we really don’t need this sort of 
tosh any more. 

There are a few vocal samples 
in there, not to mention some hor- 
rendous music, but other than that, 
it's just ‘left-right-fire’ from hell. | 
didn’t think we were likely to find 
anything as poor as Mr Blobby in this 
issue, but by buggery, we have. Andy 
(for once) was incredibly close to the 
truth when he saw Clique’s logo, and 
wondered casually if the company in 
question was oddly-titled ‘Caque’. 

OVERALL: 44% 


Ps 


TOM SON’S LOCAL 
* Online PD, 1 The Cloisters, Hal- 
sall Lane, Formby, Liverpool L37 
3PX Tel (0704) 834335 

* F1 Licenceware, 31 Wellington 
Road, Exeter, Devon EX2 9DU 

¢ Software Expressions, 117 Ken- 
nington Ave, Bishopston, Bristol 
BS7 9EX 

Tel (0272) 425987 

¢ 17 Bit Software, 1st Floor Offices, 
2/8 Market Street, Wakefield, West 
Yorkshire WF1 1DH 

Tel: 0924 366982 

* Clique Development, 18 Arras 
Close, Burton Road, Lincoln, Lincs 
LN1 3UE 

(Cheques and POs made out to 
Roddy McMillan) 


| Ww es! indeec fever ncied 
. being referred to as ‘Mr 
Sex’, ‘Mr Trendy’ or ‘Mr 


| Pants’? Well now you can (apart 
from the last one, Which is just a bit 
of fun, gawd bless ya’ ) with our 
“super-séxy Pinball illusions give- 
a extravaganza. 

Picture the scene... there 
are, “walking down the high str 
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white socks shimmering fro 


clutching your stylish Sainsbury’s 
bag. Can you look any better? Is it 
possible? Well sod me if you can’t! 

We've got the latest in fine qual- 
ity merchandising just gagging to 
be spread across your back and lov- 
ingly penetrated by your arms. It's 
a jacket — but it's also a way of life. 
Watch now, asi get a bit carried 
away, going On and on about 
something that, though just a nice 
jacket in real life, suddenly 
becomes an item of worship sim- 
ply because it’s in one of our com- 
petitions. 

Wow! Cor! And exclamation! 
Punch me squarely in the face if we 
haven't got oneof the damn things 
here, and though it pulses with a 
life of its own, it could be yours to 
have and to hold from this day 
forth. ‘But soft, what light from 
yonder window breaks?’ ‘Tis 
indeed a load of Pinball t/lusions 
games also up for grabs. Can 
things possibly improve? YES! YES! 
YES! (you really should stop dfink- 
ing allthat coffee, Matt — Haz.) For 


‘in your new brown condone “com 


above your grey slip-on Hush kom r Cr 
pies, smelling of Old Spice and mo na 


also there do exist many 
untold goody bags sumptuously 
layered with 21st Century toys such 
as badges, posters, T’shirts, Jane 
Asher, and Dame Thora Hird. 


PERHAPS THERE IS A 
POINT TO ALL THIS CRAP 

. < s not often that we really ask you 
feaders to do much work for our 


) petitions, but being a bit bored 
1 sin ply Pulling random win- 

OF Jo’s silver shoes each 
h, I've decided to make you 
for your prizes. 


‘And so _ in a nutshell, to stand a} © 


chance of winning the superb gifts 
on offer, you must design your 
own pinball table. Yes. 

It doesn't matter whether 
they're hand drawn, Deluxe Paint- 
ed, or scrawled on the back of a 
dead relative, it's imagination and 
flamboyance» we're looking for] 
here. The entries will be judged on} 


a general ‘feel good’ rating, so i 


don’t worry if yours is only black 
and white, you do still stand.a 
chance even if you know that some 
Johnny Sadsod-Pickering has sent 
in a fifteen foot, full-colour poster. 

The first prize will be the jacket 


and a copy of Pinball Illusions PLUS} Pai eae t. rap 


a goody bag, while five runner-u 
prizes of game copies and ey, 
bags will also be chosen. Usual 
rules apply, etc, and equyes 

you've got until the & we 
28th of February > 
1995 to get your = > 
entries in — so get 
scribbling! 


and PLI 


SPECIAL MESSAGE.TO PERVERTS 


Er, hello. Look, | know that some of you are a bit twisted, 

and the temptation to fill your pinball table with naked 

cheerleaders, all supple-bodied, warm, athletic, stretching + 

their bodies in ways that... er, sorry. What? Anyway, 

yes, as | was nearly saying, don’t be doing anything , 

rude on your entries because we'll be printing the 

best of the bunch in later issues, Thanks. Oh, and 

sorry about that cheerleaders bit. You know how it 

is. Those downy thews gyrating, faster and faster. 

Coaches full of them. Calling to me! “COME 

TO ME” they call, “COME.TO ME!” on and 

on, ringing in my head. Will they never 

leave me? Will they never go? (Erm... | think 
now would be a good point to ‘accidentally’ run 

out of space on this page. Matt's collapsed. — Andy.). 
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JOYSTICKS 
AWARDS 1995 


- vote now and you 
— could win £500 worth 
of software! 


BEST COMPUTER STRATEGY/SIMULATION 
This category covers many several genres, specifically: racing simulations, flight sims and 
war games. Vote for your favourite of 1994 here. 


BEST COMPUTER STRATEGY/SIMULATION: 


BEST LICENSED COMPUTER GAME 
Which arcade conversion, officially licensed title or movie tie-in appealed to you the most 
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BEST LICENSED COMPUTER GAME: 


BEST ORIGINAL COMPUTER GAME 
What was your favourite game of the year which DIDN'T rely on an official license? 


BEST ORIGINAL COMPUTER GAME: 
BEST MULTI MEDIA GAME 


software that just couldn’t be done on a normal, floppy disc based machine. Which CD 
titl oul te as the best of the year? 


Se WG 
DIA GAME 


BEST ADVENTURE GAME: 


BEST ARCADE CONVERSION GAME 
Conversions of arcade games are as popular as ever - vote for your favourite of 1994 
here. 


BEAT ARCADE CONVERSION GAME: 


COMPUTER GAME OF THE YEAR: 
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One of our most prestigious awards. Which games producer do YOU think has maintained 
the greatest quality and produced the best games in 1994? 


SOFTWARE HOUSE OF THE YEAR: 
BEST COMPUTER PROGRAMMER OF THE YEAR 
As well as bestowing awards on the software houses and the games themselves, we can't 


forget some of the most important people in the industry - the people who program the 
games. Which individual or team do you rate as the best programmer(s) of the year? 


BEST COMPUTER PROGRAMMER OF THE YEAR: 
BEST AD OF THE YEAR 
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BEST AD OF THE YEAR: 
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Aladdin Cannon Fodder a ees [ — Heimdall2— 


Publisher: Virgin Publisher: Virgin Publisher: Domark Publisher: Team 17 

Issue Reviewed: November 1994 !ssue Reviewed: December 1993 issue Reviewed: February 1994 _issue Reviewed: December 1993 

War, according to those wacky Sensible From the Frenchmen who brought you Vroom! Heimdall 2 is the best of its kind. It’s got 

action, adventure and puzzie solving with a 
smattering of humour in all the right places. 

Blood, runes, orcs, magic, (but probably with 

a ‘k’) and added love interest in the shape of 

the saucy Ursula to keep you on Loki’s tail. - 


Amazing animation and gorgeous graphics in 
this platform conversion from the Disney 
movie. Shorter than some, but longer than 
your average magic carpet ride, Aladdin 
takes the Amiga by the scruff of the neck 
and bellows ‘A Whole New World’ in its face. 


boys, has never been so much fun, and we're comes this, the official F1 licence. Actually, 

it’s Vroom Deux, encore vite, but avec le fab 
two-player mode. F1 buffs might think it un 

peu unrealistique, mais for the arcade lover, 
c’est encroyable! Non, vraiment! 


inclined to agree. It might look like a simple 
run around and blast everything affair, but 
there’s a surprising amount of strategy 
involved if you’re going to make it to the end. 


- re . = So 


The Clue FIFAInt.Soccer  Ishar3 Je 


Publisher: Black Legend Publisher: Electronic Arts Publisher: Daze : 
Issue Reviewed: September 1994 ‘Issue Reviewed: October 1994 issue Reviewed: September 1994 


Alien Breed 2 


Publisher: 
Issue Reviewed: 


Team 17 
December 1993 


Team 17 returns to familiar territory with 
this, the sequel to the game that first 
established the company as one of Britain’s 
leading Amiga developers. It’s more of the 
same but, bigger, busier and blastier. Some 
have complained that it’s too easy, though... 


FIFA’s here at last and it’s bloody great! A 
bit slow maybe, and rather too much diskular 
swap foolery, but nevertheless a solid 
attempt at putting realism back into the 
beautiful game. FIFA is a totally different way 
of stringing the old onion-bag. Trevor. 


Ishar’s back and this time c’est trois! 
Wohratax the black dragon is created Lord of 
Sith by the Powers of Chaos for being bad. 
More silly names and fanciful plot twists from 
our Froggy chums in this sequel to the 
sequel with les knobs enorme, er... sur. 


Become London’s next Mr Big without ever 
leaving your bedroom! Yes, The Clue is the 
proof that crime plays! From humble tea- 
leafery to bigger blagues wiv’ shooters ‘n’ 
slags, you’ve got to stay one step ahead of 
the ‘Filth’ and keep out of the Scrubbs. 


Ch. Manager Italia 3 Fury of the Furries 


Publisher: Core Publisher: Intelek Publisher: 
Issue Reviewed: July 1994 Issue Reviewed: March 1994 issue Reviewed: 


James Pond 3 


Publisher: Millennium 
Issue Reviewed: June 1994 


Mindscape 
January 1994 


Banshee is a roller-coaster ride to hell. In a 
buzz-bird called Banshee. Test your trigger 
finger and powers of concentration in this 
Tora! Tora!-tastic one or two-player flight of 
fantasy er... blowing things to kingdom 
come. It”s great fun, basically. 


Footy management spaghetti style, you get 
to control all those clubs with funny names. 
With its pochetta friendly price and molto 
improved—o running speed, this game brings 
you all the passion of Italian football without 


A vexation of voles? Riles of rabbits? A pique 
of pine-martins? A seethe of stoats? A bristle 
of badgers? A miff of marmosets? No, not 
really, just a great platform/puzzier featuring 
some small furry animals. It’s addictive, it’s 


The third Pond platformer is huge. And 
bloody fast. In operation Starfi5h Pond 
weighs in with a leaner meaner Connery of a 
performance to set against his Dalton in 
Robocod. OK, so there’s less colour, but 


the girly on-field play-acting! there is more character and more gameplay. 


fun and it'll test your reflexes. 


Bubba ‘n’ Stix 


Publisher: Core 
issue Reviewed: January 1994 


More platformular near-perfection from Core 
with this well designed and beautifully 
programmed game. A bit on the brief side, 
but as original as a young white trash meets 
magic piece of wood, meets bad blobs in a 
tricky-situation-type of scenario can be. 


Bump ‘n’ Burn 


Publisher: Grandslam 
issue Reviewed: June 1994 

It’s 3-D racing time as this Super Mario Kart- 
with-knobs on screeches onto your Amiga. 
TT Racing in a cartoon styley, plus some bad 
weapons make this game a must for all those 
who thought that all Scalextric ever lacked 
was a nice bit of mindless violence. 


dragon MM Genesia__—_—_ Jungle Strike 


Publisher: Publisher: Ocean 
issue Reviewed: issue Reviewed: December 1994 
Helicopters galore, but not, it must be 

owned-up to, all that much jungle, in this the 
rocketworthy successor to Desert Strike. This ; 
is Comanche territory, so it may come as a 

surprise to learn that we can recommend it 

to you without reservation. (Doh!) 


Publisher: 
issue Review6a7/ | \ 


Team 17 
December 1993 


= WEY =Black Legend 
December 1994 


Good Lord, it’s a tad expensive, but by crikey Huge society-building thing, similar to The 
Settlers, but not as easy to get in to straight 
away. Start off with a tiny tribe, and watch 
your civilisation grow into something that 
makes the Roman Empire look like a chain of 
cheap Pizza Restaurants 


‘tis the best ever RPG in the sacred board 
game style, featuring dragons, er some 
crystal, and the usual gang of consonant- 
heavy characters stuck in a tricky situation 
with an evil wizard. 


? 
@eeseeeeeeeeoeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeescoeoee es 8 8 
y  Elfmania = Guardian = K240_— 
Publisher: Renegade Publisher: Acid Software Publisher: Gremlin 
issue Reviewed: June 1994 issue Reviewed: November 1994 Issue Reviewed: May 1994 
Kombat comes to the Elf-Kingdom and gets What's this, an original CD32 game that’s Populous with asteroids, that’s what this is. - 


Begin on your base asteroid, then explore 
space to find some more. Colonise them. 
Exploit them. Zap every alien in a race for 
galactic domination. Build fleets, trade 
things, mine stuff. Oh, how we loved it. 


its teeth kicked in by a girl with pointy-ears! got oodles of playability? Yes, it’s true!! 
Elfmania makes other beat-‘em-ups on the Guardian is the game that CD owners have 
Amiga look pretty crappy and the introduction been waiting for, and an absolute joy to play. 
of strategy is truly inspired. We were You are in space and have to shoot up 
completely gob-smacked! By some Fairies! baddies. It’s like Defender in 3D, apparently. 


Stuck for a suitable stocking filler? Brow corrugated by the capaciousness 
of your turkey’s periproct? Pockets continually lacking the plumbnessness 
to purchase so much as a bean, my dearest Mr Fuzzywig? Well, you won't 
be able to afford any of these delicious games for Christmas then. Shame. 

iA 


Kid Chaos Out to Lunch The Settlers Bap 
Publisher: Ocean Publisher: Mindscape Publisher: Blue Byte Publisher: MicroProse 
Issue Reviewed: August 1994 Issue Reviewed: July 1994 Issue Reviewed: December 1993 Issue Reviewed: December 1994 
Crazy story, crazy game. The kid from the His cupboard is bare, and so poor Pierre le Your typical god game, but this time with tiny ‘Hello Planet Earth’ say odd-looking blokes 
cretaceous age clubs through platforms like Chef is on a tour around some exotic wee folk. Cute. A medieval setting for your with frog-spawn for guts. ‘Eat lead you 
a hungry T-Rex after a jet-propelled cow. It’s locations (er, apart from Switzerland) to re- diminutive charges as they build things, do fiends from another world, you’, replies 
parallax paradise, and the only game more stock his larder. Out to Lunch is a tasty things and keep rivals at bay. Try leaving Porky Pig. Not really. It is up to you to save 
satisfyingly violent than hitting a bank of platform patisserie with sprites that take the them at it all night and see what the little the planet though, and that takes strategy, 
stinging nettles with a big stick. biscuit. And that’s no word of a pie! blighters have achieved by the morning. dosh and whole ice-cream scoops of death. 


Liberation: Cap. 2 PGA Euro Tour f =—s« Universe) 


Publisher: Mindscape Publisher: Ocean Publisher: Acid Software = Publisher: Core 

Issue Reviewed: December 1993 _ Issue Reviewed: December 1994 Issue Reviewed: January 1994 Issue Reviewed: September 1993 
A brilliant, atmospheric RPG with one of the —‘ The best golf sim by about 440 yards, and Superb racer in yer isometric perspective, Universe has more puzzles than a 

sexiest intros ever! Really shows off the bags more fun than the real thing, which is this game is only a duffer if you play alone. § gargantuan helping of enigma pie, and more 
capabilities of Commodore’s CD32 to the full admittedly, not a very hard thing to be. Now = You see, the computer cars are all crap. changes of pace than Mr Said Aouita. It’s 
and nearly as nice on the A1200. Basically thanks to those lovely Oceanographers, you Skidmarks eh? I’m surprised I’ve managed got bags of hot arcade action too, so if you 
you have to find out what's going on in this and your friends need never touch Woosie’s to get this far without making a ‘pants’ joke. _ like all three then you’d best stop reading 
big city where the robots have gone bonkers. horrid Welsh niblick again. Hurrah! But then I’m feeling a bit browned off... this tosh and go out and buy it, hadn't you? 


88% 


Mega Motion '  Puggsy § JM Simon the Sorcerer y Uridium2 S| 


Publisher: Black Legend _— Publisher: Psygnosis Publisher: AdventureSoft 5, Hiisher: Renegade 
Simple concept, but brain-taxing puzzles that On the surface Puggsy looks like a slow The Brits at AdventureSoft take on the Souped-up C64 action with 32 colours, 50 
reminded us a bit of Boulderdash without platformer with not much going on — which it Yankee might of LucasArts and Sierra with frames per second, multi-way scrolling, 
being derivative. Only available as part of a _ isn’t. Experiment, if you will, with the Total this humorous graphic adventure — oF: power-ups and a dreadful case of hyperbole. 
twin-pack with Statix, which we rated at a Object Interaction and you'll discover a lose. But only just. The interface justisn’tas pai. nag blasting fans Uridium 2 is a 
‘not-quite-good-enough-for-Recommended- _ beautifully animated arcade adventure, with | 900d. The puzzles are tough, but don’t let dream come true, for the rest its a silly made 
but-still-pretty-fab’ 84%. Stonking value! fan-tastic graphics and sound. All right? that put you off. up name and the second arabic numeral. 


Mortal Kombat Putty Squad Super, Stardust ee Wee Lie = 


Publisher: Virgin Publisher: System 3 Publisher: —= EW — Bloodhouse Publisher: Psygnosis 
Issue Reviewed: December 1993 Issue Reviewed: August 1994 Issue Revieway/ r\ December 1994 ___ Issue Reviewed: November 1993 
Arguably the most accurate coin-op Putty Squad knocks several buckets of poo Super Stardust, then. Or even the now- Another game that’s so much better with 
conversion ever. Everything from the original out of Putty. Thrill to 36 levels of squishy budgetular Stardust are the ultimate two, this okay-ish cute platformer is 

arcade version is here: the graphics, the blue fun, which is ware Squishy bwe fun than asteroids clones. Their graphics kiss your transformed when the both of you do it. 
gameplay and the gore. Until Elfmania, this | you can have a-squeezin’ things in a eyeball repeatedly and whisper, ‘Come with Compete for the collection of coloured 

was the best of its kind on the Amiga, and it policeman’s trousers. Probably. Long lasting me Earthling, and | will show you the rabbits in a magical split-screen race against 
still takes some beating! (Ha, Ha). platform fun for all the family. meaning of pleasure.’ Wahay hey! the clock. Now a budgety £12.99, by crikey. 


On the Ball Ruff ‘n’ Tumble Theme Park ee oS eee 


Publisher: Daze Publisher: Renegade Publisher: Publisher: Gremlin 

Issue Reviewed: September 1994 issue Reviewed: August 1994 issue Reviewed: a 1994 _ Issue Reviewed: January 1994 
The only thing OTB lacks is Brian Moore. The best game ever with ‘n’ in the title? Ruff Longleat schmongleat. Alton Towers, Alton | Another sequel. More of the same and yet, 
Fresh as a daisy and as deep as a devil’s bit has lost his marbles, so that means mayhem —_ Showers more like! Euro Disney, c’est oddly, betterer at the same time. Zool’s got 
scablous, here’s a footy management sim to _in piatformular mode for the likes of me ‘n’ Eurodismal! How do | know? Because I’ve more character, he’s better animated and a 
wander through wearing a big shirt, to linger thee. This game is like Michaelangelo’s best _ licked Theme Park right down to the stick lot less frustrating to control. And Zool’s got 
in and make a fragrant posy for your pencil, because it’s right at the sharp end of —_ and tasted Sim heaven. What’s more, | have _Zooz too! That's his girlf. Not more than one 


sweetheart with. the platform renaissance. sniffed the bottom line and it smelis lovely. collection of captive wild animals. 


@ YOU WILL NEED: 


Ahat, a sharp knife, a length of cardboard toilet-tissue tube (use one only per cracker), a small jar of 
French ectoplasm (or salivary amnelase will do), and a fully functioning liver and small bowel. 


| a aS I 3 FOLD 


lick like buggery { 
! 


i 

| i i i 

{ i 

. i @ By using the guideline fold af ‘K’ as a ditch or dyke, and the crenellated 
top-piece fA’ as the prongmaster, you can re-use!this template to 
manufacthre some traditiona) paper crowns. The dotted lines at 1A can 
also be scored lightly with a chisel, so that the téaditional paper hat rips 

traditionally as soon as it is laced on the traditional head. 


or your hilarity, glee and last- 

ing joy during the festive sea- 

son, The One is proud to pre- 
sent the very latest sensation in luxury 
en-tissued gifted tubes. Using our 
unique recyclable template system 
The One's Christmas Cracker empow- 
ers you to create your own highly 
explosive Xmas tableware, that you 
will want to use again and again. 
Simply photo-copy this page as many 
times as you need crackers and follow 
the simple instructions. Christmas 
Dinners will never live up to your 
expectations again! 


Assemblage © 


Instructions: 


1. Take the corner flap ‘A’ and bend it 
towards the Dragonstone review. 
Now, while pressing the adhesive 
flange, ‘K’, with the thumb and fore- 
finger of the left hand, scoop the 
trusses along the trailing edge ‘B’ 
with a small caramel spoon. Take care 
that any nervous pets are well cared 
for, while you are reading whether 
Sensible Golf is as good as PGA Tour. 
2. Cut the slapstick out of comedy, it 
hasn‘t been funny since Laurel & 
Hardy. Fold the magazine so that part 
2 of our massive Chaos Engine 2 WiP 
is clearly visible. 3. Cake the ‘Y’ 
shaped spars at ‘F’ in a solution of 
pipe tobacco and intestinal chine and 
leave to set. Plane with a moistened 
hobgoblin until smooth and then 
towel-dry vigorously until all the scil- 
la have become erectile. 4. Examine 
Shadow Fighter closely before buying 
any other beat ‘em-ups. 5. Select the 
Partridge, ‘P’, and Pear Tree, ‘T’, and 
place ‘P’ inside ‘T’ about halfway up 
its length using the slats provided by 
the Skeleton Krew (probably). 6. Take 
a length of tinsel (not incl.) and wrap 
around the Christmas Tree (not incl.) 
with a generous spiralling motion (er, 
not incl.). 7. Immerse the festive 
decals in a saucer of tepid water (not 
incl.). Slide them from the backing 
sheet and press firmly to the area 
shown in Fig 2 (not shown) using a 
wad of turquoise cotton-wool swiped 
from your mum’s dressing table. 
Remove decal shreds from fingers, 
clothing, close personal friends and 
cotton wool, suffuse with white spirit 
and ignite. 

8. Allow 28 days for February. 
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Season's greetings to 

you Mr News Agent, and 
please reserve me a copy 
of The One every month. l 
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Crimp delicately ‘| 
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i the rhythm of i 
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Wax lips 


Based on the popular, but ‘not very funny’ American comed- 
ienne’s famous New-York Jewish smackers, these cheery cherries 
will bring a ruby smile to the faces of the most serious 
physics and chemistry students. Also available in a range 
of today’s colours for disc-jockeys and the minor clergy. 


Cut the spinning shape opposite (right) y % 
Soe 


fromithe pre-printed gusset line (below). 
Piérce the ebonite ay Ih loop with a is 
With a sausage! 
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collar with grime 


knitting needle (number 14), and insert 
a Spent 12-bore cartridge into the 
PERE wired voidling. Shin slavishly 
untillany of the selected punchlines 
comes, to rest against thefire-engine 
fon arrow provided hereinunder. 
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Rougemont Castle 


Aston Villa 
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ignore unless very, very stupid 


Crap Compass 


Ever wondered how the 


Royal Marines locate cam- 
ouflaged socks in the 
dark? Or how the SAS 
finds the time to oper- 
ate the national airline 
of Belgium? It may 
have something to do 
with Spiggs Miniature 
Compass. Perfect for the 
handbag or dash-board 
(glue not included), this 
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ne Black Beauty? 


It’s black, it’s moulded in finest Hong Kong 
plastic, but which popular farm animal is 
it? Keep younger family members amused 

for hours with this chewable farmyard quiz 

on five things which could be legs, but one 
of which is probably the tail. 
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7 CLEVER JOKE, 


a RANDOMISER 
of & motto maker 


What makes something funny, 
or indeediwise? From nowyon, 
you decid?! Just pick any one of 
the intercHangeable words or 
phrases listed below, and thpn 
using the Rahdomiser opposite, 
apply repeatetlly until amusing 
% | and/or sage. Adhere with gusto toa 
pleated joke or adage paper (not incl). 


"arty 


Doctor*Hello* Yuletide log*Sea kelp*is a door 
not a door* Marimbas* Which little piggy went 
to market+ Eisteddfod «1 say*Bjérk:lolly*OK 
Fruity *Mordake Earl of Fife*!I'm Mandy fly 
me-leggings* which: when: why* who: with- 
SSR Neen peepee er-whence: wattle & daubsCod:___ a 


: —— 


ie . 
_= 
on 


uat ie 'your ¥ way chica h23_ i 
rag nassive, magical levels, ating 
23 seine gen ope inf Se creature 
5 ees solvin gling 
ie is 'p s in search of the ee 
oe ae om. Ch SAL DRAGON. 
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won't be disappointed’ 
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Wanna pack a BIG GUN with enough 
ammo to level a city? You got it...! 
Wanna massakre seriously psykotic 
Psykogenix mutants and get paid? You 
got it...! 

Wanna blast your way through the 
savage secret zones, deadly Krewtraps, 
mad'n'bad buildings and hideous 
end-of-level Psykos comprising 6 
HUMUNGOUS levels of 3D isometrik 
karnage - and wear a spectacularly 
sexy, hyper-hi-tek, Big Ordinance 
Neutralising Exo Skeleton to boot? 
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Well you got it all - but only if you 
join Spine, Joint and Rib, 
otherwise known as the SKELETON 
KREW, in their first outRAGEous 
blastfest!! 


Up to two players. 


Available on: 
Mega Drive, 
Amiga 1200 
& CD 32 
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